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The Ultimate Clock Board for 
Twilight Zone 

http://pinballpal.com/ultimate/ 
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by authority of 
Gottlieb Development LLC 


‘he Shay Arcade Group, İnc. NUES. 


http://shayarcadegroup.com 


BACKGLASSES Contact the Shay Arcade Group directly for reproduction backglass and 

COMING SOON playfield plastics reproductions. The Shay Arcade Group is the leading 1 COMING SOON 

Re Chick producer of reproduction backglasses with many more coming in 2008! r Rocketship 

owling Champ. Hayburners 

Flying High JUST IN from the Shay Arcade Group i eun 
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1957 Baseball Foto Finish Sunshine Lady Robin Hood 4 Royal Flush 
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Stencils for Restoring The originator of computer-cut 


Stealth Series Pinball Machine Protectors 
Protect your pinball machine from wear and tear with this unique line of products. 


H i i inball machine stencils raises 
Finball/Machine:Cabinets the Bar again Stealth flipper button cabinet protectors Stealth cabinet leg protectors 
Computer-cut stencil sets for: * Now easier to apply st Instant-install with pre-cut flipper button hole * Nearly invisible when installed 
^ WMS Ten Strike bowler t Gottlieb Black Hole (| |: No transfer tape required x Custom-install for an even more seamless look :x Pre-cut high density foam 
* Bally Paragon ** Bally Star Trek * Easier to remove »* Choose clear to protect original artwork * Fits any pinball machine 


* Williams Black Knight >t Bally Playboy * Reusable * Choose black to cover existing wear 


* Bally Capt. Fantastic > Bally Kiss * Repoisitionable Stealth playfield wear area protectors 

** Bally Fathom ** Williams Gorgar Over four times thicker Stealth start button cabinet protectors * Thin, super-transparent pre-cut patches 
** Bally Eight Ball Deluxe x Bally Wizard * Resists stretching * Protects the area around the start button :x Removable vinyl, not permanent like Mylar 
* Bally Eight Ball * Bally Centaur * Super-accurate patterns t Crystal clear, removable vinyl ** 29 pre-cut shapes and full sheets available 


$139.95 per set 


See website for pricing, quantity discounts and combo packages 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb® 
System 1 & System 80 pinball machines 


Digitally restored and recorded on premium NOS 8-track cartridges Renew your worn backglass score window color filters 


Wild Kingdom (gun) *x Dune Buggy (car) with these new self-adhesive replacements 

* Haunted House (gun) ©» Gangbusters (gun) * Available in Green or Blue 

Shoot Out (gun) * Twin Pirate (gun) 9 piece set has enough filters for any game 

* Chopper (helicopter) x Dozer (bulldozer) = 

* Junkyard (crane) X Sea Rescue Now just $9.95 per set 

* Triple Hunt * Bally Space Flight 

* Coney Island Rifle Allied F-114 Y 

* Sega Helicopter * Sega Moto Champ Visit http://pinballpal.com For More Info 

* Sega Grand National ...more on the way About These Exclusive Products 

» A * Backbox fluorescent lamp warming filter 
Replacement drive belts now available x Cyclone mini playfield flags (set of 17) 

8-Track tapes are $25 each * Blue insert color correction filters for repro 


Centaur and Fathom playfields 


Ordering Information Mee a GSound Enhanced Sound Card 
4 for Gottlieb? System 1 & System 80 Pinball Machines 
Mio ccpepersensL checks. Money Orders maior GSound is a replacement sound board for many Gottlieb® System 1 and COR board Zor SISTER 
credit cards and on-line payments through PayPal. All r ^ bos T ard for all Systei 
E EC e System 80 pinball machines. GSound replaces the original unreliable and and System 80 games 
p ` A a hard-to-repair sound board with a new design that adds a number of new SAEC ETO 


may be held until your payment has cleared our bank. 
Our on-line store will automatically calculate shipping 
charges based on the destination address and the 
shipping method that you choose. 


features. All sounds are stored on removable and re-writable Flash Memory R Baci e mülatlon of factory 
cards. Original factory-style sounds can be stored on the card as well as custom | ^ sound effects (if desired) 
sounds installed by the user, Games that originally came with primitive beeps — |.x Unlimited user-defined sounds 
and bloops can be upgraded to play any sound at all - speech, music, and more. |.x Ali sounds stored on 


 i28BitSSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 
9 Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: & Change sounds in seconds 
http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. * No ROM programming needed 


66 Washington Street + Newburgh, NY 12550 * 845-784-1862 * Fax: 845-78. 
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| don't know about you, but my 
summer outdoor time is inversely 
proportional to the heat index... 


a is here, and it’s a hot one. I don’t know about you, but my outdoor time is inve 
proportional to the heat index. I’m just not a Summer person (Spring and Fall are my sea 
sons) As the heat climbs, I find myself more and more cocooned in my air-conditioned house, 
enjoying my game room while others are out soaking in the sun. 

For some reason, not everyone is as cool to the summer heat as I am—take Jimmy Rosen, 
for example: last month Jimmy shared with us the first part of his great coin-op vacation, 
where he went to Nevada in search of slot history (and found it!) This month Jimmy wraps up 
his nationwide travels with a stop in California. What sort of classic coin-op treasures does he 
find this time? Turn to page 23 to find out! 

If you're looking for more vintage gaming, be sure and check out Sal Mazzeo's restoration 
of a Gabel Owl slot machine. This unique slot holds a special place in history, and Sal's made 
sure it will continue to be a shining (and working) example of the history of slots. 

We've also go some “Summer Sequels” this month, both “Part 111”s: David Ellis presents 
the third and final part of his interview with Howard Delman, and Rob Craig presents the 


third and final chapter of his “Let's Shop" series of articles on pinball cleaning. Both promise 


to provide an explosive conclusion to their respective sagas. (Yes, I've watched too many sum- 


mer blockbusters already. How could you tell?) 
It’s a scorcher outside, so stay in the house, close the windows, crank the AC, and enjoy this 
month’s issue of GameRoom Magazine! 


The Game is Never Over, 


Kevin Steele, Editor 


Robby the Robot? Yup. You can find 
him on page 20! 


In addition to game rooms and coin-op confessions, I’m now also looking for contributions for The 
Mod Squad and GameRoom Puzzle Page. Got a pinball or video game mod, a fun challenge, coin-op 
triva tidbit, or a funny cartoon to contribute? | pay for submissions! Email your puzzle, cartoon, trivia, 
joke, mod (or game room photos and story, of course!) to info@gameroommagazine.com — you'll get 
a GameRoom T-shirt, and in the case of an article, cartoon, or puzzle, a check as well! 
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Advertise With GameRoom! 


Ad Deadlines are 12 Noon Eastern 
August 5, 2008 (for the September 2008 issue) 
September 5, 2008 (for the October 2008 issue) 


Low Advertising Rates 

Now in Full Color! 

Full page: 7.5"W x 10"H or 8.5" x 11" $289 
Half page (horizontal): 7.5"W x 5"H $145 

Half page (vertical): 3.67"W x 10"H $145 

Quarter page: 3.67"W x 5"H $70 

Business card: 3.67"W x 2.5"H - 1x: $36 


Multiple run discounts of up to 2596 apply when 
you run your ad for consecutive months! Call or 
email for full details and a rate card. 


Power Ads (word-only ads) 


See GameRoom Marketplace, Page 62. 


GameRoom can help create your ad for no charge! 
Call us with your requirements. 


Coin-Op Show and Auction Calendar 


(*) - Look For That Show's Ad Inside This Issue 
Dates and Locations Subject to Late Change. Contact Promoter To Confirm 


July 2008 
* 19-20th CALIFORNIA EXTREME San Jose, CA www.caextreme.com 


August 2008 

* 2nd SUPER AUCTIONS St. Louis, MO Rob Storment (714) 535-7000 SuperAuctions.com 

* 9th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 14-17th PAPA PINBALL TOURNAMENT Pittsburgh, PA Kevin Martin (412) 496-2104 www.papa.org 
* 16th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 SuperAuctions.com 


September 2008 

* 6th AUCTION GAME SALES Kingsport, TN Rick Parsons (800) 551-0660 

* 6th SUPER AUCTIONS Costa Mesa, CA Rob Storment (714) 535-7000 SuperAuctions.com 

* Sth AUCTION GAME SALES Arlington, TX Rick Parsons (800) 551-0660 

19-20th HEARTLAND PINBALL AND ARCADE SUPERSHOW Herrin Civic Center, Herrin, IL Rob Craig (618) 751-8458 

* 19-21th HERSHEY GAMEROOM EXPO Lebanon, PA Joe Wager (888)-HiDiver 

* 20th SUPER AUCTIONS Major Family Entertainment Center (see web site August 1st) (714) 535-7000 SuperAuctions.com 
* 27nd SUPER AUCTIONS Milwaukee, WI Rob Storment (714) 535-7000 SuperAuctions.com 


October 2008 

* 1-5th PINBALL EXPO Wheeling, IL Mike Pacak (330) 518-3141 www.pinballexpo.net 

* 3rd SUPER AUCTIONS Chicago, IL Rob Storment (714) 535-7000 SuperAuctions.com 

*3-5th ILLINOIS PINBALL SHOW Bloomington, IL Gene Cunningham (309) 825-5844 

* 10-12th SUPER AUCTIONS Las Vegas, IL (AMOA Exhibit Only) Rob Storment (714) 535-7000 SuperAuctions.com 
* 18th SUPER AUCTIONS Detroit, MI Rob Storment (714) 535-7000 SuperAuctions.com 

* 18th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 25th AUCTION GAME SALES Baltimore (Timonium), MD Rick Parsons (800) 551-0660 


November 2008 
* 1st SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 SuperAuctions.com 
* 8th AUCTION GAME SALES Kingsport, TN Rick Parsons (800) 551-0660 


* 15-16th CHICAGOLAND ADVERTISING, SLOT & jukebox SHOW St. Charles, IL Kevin Greco (815) 353-1593 www.chicagolandshow.com 


* 18-21 SUPER AUCTIONS Orlando, FL (IAAPA Exhibit Only) Rob Storment (714) 535-7000 SuperAuctions.com 
* 22nd SUPER AUCTIONS St. Louis, MO Rob Storment (714) 535-7000 SuperAuctions.com 
* 29th SUPER AUCTIONS Atlanta, GA Rob Storment (714) 535-7000 SuperAuctions.com 


December 2008 

* 6th SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 SuperAuctions.com 

* 13th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 13th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 SuperAuctions.com 

* 20th SUPER AUCTIONS Sacramento, CA Rob Storment (714) 535-7000 SuperAuctions.com 
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OWN : 
ÜN BEST 


We're Adding New 
Auctions All the Time! 


Check SuperAuctions.com for 
the Latest Information! 


August 
2 St. Louis, MO area 


Belle-Claire Fairgrounds, 200 S. Belt East, Belleville, IL 62220 


16 Dallas, TX Area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 75149 


September 


6 Costa Mesa, CA 
Southern California Showcase 
Orange Co. Fairgrounds & Expo Ctr, Bldg #12 
88 Fair Drive, Costa Mesa, CA 92626 — Enter Gate 5 for FREE PARKING! 


20 EAST COAST LOCATION 


Major Family Entertainment Center 
30,000 sf Multi-Million Dollar Facility, Late Model Arcade, 
Redemption, Restaurant, Carnival Rides, Racing, etc.! 

SEE WEBSITE AUGUST 1st for COMPLETE DETAILS! 


27 Milwaukee, WI area 


WI State Fair Park, Product Pavilion Bldg. 
8100 Greenfield Ave., West Allis, WI 53214 


Sell 15 games or more, only 


MEMBERSD os 


lowest consignment rate 
SAVE up to 39% in the USA for volume 
on Selling Commissions 


consignors! Call for details 
To get this and additional AMOA Benefits 
Call (800) 937-2662 and SIGN UP TODAY! 


ALL CONSIGNORS 
| 


NIGHT OF AUCTION 


SELL YOUR GAMES 
AT AUCTION! 


Bring your coin/op game room equipment to 
the Auction site the day before the Auction. 


Check your equipment in and receive 
inventory numbers. 


Once the Auction concludes, all funds collected 
and commission paid — you're paid immediately! 


X CONSIGNMENTS WANTED! 


TO CONSIGN GAMES FOR SALE: Bring to Auction Site Friday preceding Sale 
from 10am to 9pm. Saturday auctions begin at 10am local time with inspection 
from 8am to 10am. Payment in full day of sale. 13% Premium to Hammer 
Price. TERMS: Cash, MasterCard, Visa, American Express, and Discover 
only. Industry related Seller's Permits required for non-taxable purchases. 
All equipment must be removed Day of Sale. NO EXCEPTIONS. AUCTIONS 
CONDUCTED BY Robert Storment, CAI, Larry Gillaspy, Larry Mitchell, Mike O* 
Brien, Johnny King; CA#14663700753, 158736699; TX#10931; FL ABO001109, 
AU0001549; GA NR 002582; IN-AU19600170; WI#052-1964; IL 041000689; 
NC #8280; $C2262, OH 457199669899, TN #00006111, #AU10600125, 
*AUNQ02582, 5041.0000689, #AB0001109, WI 1964-052 
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BEST 


October 


3 Chicago, IL area - FRIDAY NIGHT Gf TN 
6pm ROON 4 to 6pm PREVIEW LOCATION! 


In conjunction with Pinball Expo, a Huge Pinball Show Event! 
Westin Chicago North Shore, 601 N. Milwaukee Ave., Wheeling IL 60090 
Consigners drop-off Thursday 9am-6pm and Friday 10am-4pm 


10-12 Las Vegas, NV — Exhibit Only 
INTERNATIONAL EXPO 


COME SEE US AT OUR BOOTH FRIDAY, SATURDAY & SUNDAY! 
Las Vegas Convention Center 


18 Detroit, MI 
Michigan State Fairgrounds, Community Arts Building 
1120 W. State Fair Dr., Detroit, MI 48203 


November 


1 Orlando, FL 
Central Florida Fairgrounds Exhibit Hall, Commercial Bldg. #5 


4603 W. Colonial Dr., Orlando FL 32808 


18-21 Orlando, FL — Exhibit Only 


IAAPA ATTRACTIONS EXPO Attractions 
COME SEE US AT OUR BOOTH TUESDAY-FRIDAY! E i 


Orlando Convention Center 
St. Louis, MO area 
Belle-Claire Fairgrounds, 200 S. Belt East, Belleville, IL 62220 


Atlanta, GA NEW 
See our website mid-October for NEW LOCATION! MEY 


cember 


Knoxville, TN 

Chilhowee Park & Exposition Center, Jacob Building 

3301 Magnolia Avenue, Knoxville, TN 37914 

Dallas, TX Area 

Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 75149 
Sacramento, CA 

Placer County Fair 

800 All America City Blvd., Roseville CA 95678 


SuperAuctions.com 
(714) 535-7000 


loo 
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Why are Bruce and Jimmy smiling? 


Last fall, expert repair man Bruce Moyer 
visited the Old Sled Works. While in my 
arcade, I told him how I had this gun game 
that had been out of service for months. It lit 
up but there was no response from the start 
switch. 

A few people had been by to fix it... with- 
out success. Without hesitation, Bruce went 
to work and literally in moments he said "It's 
a fuse.” 

Honestly, I didn't believe him... I thought 
it was too quick of an a sment. The fuses 
all looked fine. But I we 
age cabinet and retrieved a 15 amp fuse. 

Smiling, Bruce took it, popped it in, hit 


d over to my stor- 


the coin switch and the game fired right up! 
Amazing! 
"Thanks Bruce! 
— Jimmy Rosen 


Jimmy, 

| have to agree—Bruce is definitely the 
man to turn to when it comes to track- 
ing down and squashing hard-to-find 
EM (electro-mechanical) game gremlins! 
It was amazing to watch him scurrying 
around, keeping several EM pins up and 
running at this year's Rochester Game 
Room show (this was my first time attend- 
ing, by the way, and it was an excellent 
show—thanks to Brian Jones and crew 
who did a fantastic job!) 

Here's a photo of Bruce and l at the 
Rochester show, playing a game on a 
rare Midway Flying Turns pinball, which 
features a racetrack inside the head, com- 
plete with little magnetically-controlled 
cars racing around. It was a great game, 
and the machine ran smoothly through- 
out the show thanks to Bruce's helping 
hand. 
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Questions? 


Comments? Rants? 
Raves? 


GameRoom Magazine 
12943 Kingston Way 
North Royalton, Ohio 44133 
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Kevin, 

I was recommended by many people to write 
to you in the pinball collector community. I 
wanted to share a photo for submission for 

a future potential article. “How to Know you 
are Dedicated to Pinball...” 

When I got back from my latest deploy- 
ment, I finally took the plunge (and into my 
wallet) to get the tattoo (first and last) I have 
always wanted. After waiting over 36 years, I 
had a certain design in mind... 

After over 9 hours of pain (and 3 sessions), 
it was finished about two month ago. Now 
fully healed. (Yes, what is it?) 

I chose to have the Black Knight 2000 
backglass center (knight on horseback + 
ightning wheel) placed on my entire back, 
minus the script. It ended up being about 14 
inches in diameter in order to replicate the 


proper high level of detail. I actually scanned 


the flyer, which was used by the artist to be 
able to replicate it properly. I choose this 
design not only because of pinbal , but my 
namesake and old days when I did a lot of 
SCA swordmaster combat. It turned out 
nearly a carbon copy, but cannot be seen 


unless I completely removed my shirt. A 
couple of collectors have seen it in the Pacific 
Northwest. A true “back” glass! 
‘Anything worth doing, is worth doing right... 
the first time!” 
The Best, 
Chris Thompson “The Black Knight” 


Chris—wow. | think you've won the “most 
dedicated pinhead” awards hands down! 


Hey Kev, 

My 9-year old son Keaton wrote a poem for 
school and this is what he came up with (no 
input whatsoever from me): 


Arcade 

Pinballs bouncing 
Beeping buttons 

Cheesy pizza 

Candy from the prize table 
The tickets in my hand 


This is a “sense” poem created by listing 
what you experience through your 5 senses, 
then removing those senses from the poem. 
Thought you'd be interested in seeing the 
arcade experience through the 


year old. Not sure what the beeping buttons 
are all about but, hey, he’s 9. 
Don Duwelius 


Don, that's wonderful. He's really captured 
the “Chuck’E Cheese Experience" well! 


Think you're a die-hard pinball fanatic? Check out Chris “The Black Knight” Thompson’s pinball 
tattoo! Yes, it's from Black Knight 2000, and yes, it's permanent. 
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Pinball Parts Online Store - . rr of Parts In Stock 
www.bayareaamusements.com 


NEW & REPLACEMENT 
_ GAME BOARDS 


We are a distributor for 
p TMI E T] 
AING d 


Replacement LED Displays 


Hundreds of Rubber 4 
Ring Kits tailored for Ni 
Each Game 


Ramp & Plastic Protec- 
tors & Cleaners 
Game specific Motors & A 


1 
Ji Coils, Plungers, Flipper 
prm Parts, Armatures 
i v 


e Lifetime Warranty 

e For Williams, Bally, Data East, Stern 
e Total redesign—not copies 

e Mfg in Europe 
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Plastic Posts, Wafers, Ramps 
mad Domes, Buttons 


Game hardware—coil 
Stops, mechanisms, etc 


b TT Pinball Cabinet Stencil Sets I! / = 
kam Dozens of titles in stock - Adding new titles monthly 4 ei 
te^ Repaint your cabinets—make your game look like new! o 
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News 


It’s (going to be) A Boy! 


My wife and | found out we're having a boy. 
Man are my wheels turning already. Sports, 
cars and of course | can now pass down my 
love of arcade gaming to my son. 


Just be sure not to tell my wife-she's already 
given me a very stern warning about sharing 
my gaming habits with my boy. "Make sure 
he plays outside" she's already warned me. Of 
course he will, after just one more game of 
Pac-Man against his old man. 


Let's hope my reflexes hold out! 


INSERT COIN TO CONTINUE, Mitch. 


Raiders of the Lost Carts 


It's amazing to see "holy grail” video game 
finds like this, in a flea market no less, but 
here it is. Folks | present: Cabbage Patch Kids 
Adventures in the Park for the Atari 2600, as 
found in a California flea market. "Demon- 
brew" a faithful GameRoom reader, pointed 
out this fascinating website chronicling the 
find and some of the other retro goodies 
uncovered that day. 


Hard to believe these things even survived, 
even harder to believe that they ended up 

in the hands of someone who not only knew 
the significance of these chips, but someone 
who knew how to bring them back to life! 


Here's an excerpt from the website: 


“I found a bunch of EPROMs laying at the front 
of a table of junk at the market... | bought 7 of 
the blocks of chips for $14. When I got home, 


I noticed that a bunch of the chips said "CP- 
KPark Atari” Cabbage Patch Kids Adventures 
in the Park for Atari 2600. A game which was 
never finished and never released. | searched 
the Web, and found a page... which says that 
the only known copy of Cabbage Patch Kids 
for the Atari 2600 is in the hands of Ed English, 
the guy who wrote it. Did Ed clean house and 
give the junk to random Flea Market people? | 
think, more likely, that an old Coleco office was 
cleaned out." 


Read all about it right here: 
http:;//tinyurl.com/3lf25z 


Tampa Arcade Closes its 
Doors After 45 Year Run 


From the Tampa Tribune comes this com- 
pelling and somewhat sorrowful story of a 
beloved local arcade that is closing its doors 
after 45 years in business. Now, there's no ar- 
guing that's a good run for any business, but 
for an arcade that's pretty amazing. It's the 
same story we've heard over and over about 
how the home console business has killed 
off another arcade. But there's no denying 
that it is always sad to see another one close 
its doors. 


u 


Compiled by — — ky 
Mitch Gerson „~\ d» 4 


Here's an excerpt from the Trib article: 


"For more than 45 years, the St. Pete Beach 
Amusement Center entertained generations 
of tourists, high-schoolers and anyone else 
with a few coins and a hankering for some 
fun. But video games, even ones nostalgically 
seen today as classics, can't compete with the 
Xbox, PlayStation or Nintendo Wii... Time and 
technology sapped the lure of arcade games, 
owner Lenny Stamos said." 


For the full article follow this link: 
http://tinyurl.com/4jme5o 


The Act—a follow up 


Last month I was gushing about The Act, and 
the company Cercropia that created it. | was 
enamored at the thought of a brand new 
Dragon’s Lair-like gaming experience waiting 
to be played yet again. Well, l'm sorry to say 
that it’s never going to happen. 


Omar Khudari, the President of Cercropia 
(and founder of former PC gamer maker 
Papyrus) was kind enough to talk with me re- 
cently and | conducted a brief interview with 
him via the phone. Essentially, Cercropia is 
going to be closing its doors and winding 
down operations over the next few months. 
During that time, the last of the machines 
and tech will be sold off at auction on EBay. 


| thought his blog really said it all, so here's 
an extended excerpt— 


“Why The Act is not available in Coin-Op 


We proved that the building blocks of sketch 
comedy - characters, personality, and story — 
could be used not just as the setting of a video 
game, but also as the actual game play. 


We developed The Act for the coin-op environ- 
ment... Unfortunately, though The Act was 
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a creative success, it was not a commercial 
success in coin-op. We tried very hard to make 
it work — making substantial changes to the 
game and experimenting with all sorts of loca- 
tions. But the coin-op world is clear-cut. Opera- 
tors will only buy machines that earn enough 
coins to be a sensible investment. We were 
never able to cross the threshold to make the 
earnings high enough to justify the purchase 
ofthe game by arcade operators. 


We sought advice from coin-op industry 
experts Eugene Jarvis and Andrew Eloff of Raw 
Thrills and Andrew Pines of CosmoDog. Their 
unanimous assessment: though they person- 
ally loved playing The Act, the game violates a 
cardinal rule of coin-op game design: coin-op 
games should be easy to understand and hard 
to play. The Act is the opposite: difficult to 
understand but easy to play. 


We concluded that if we attempted to make 
the game play obvious there would be no fun 
left in The Act, because much of the fun in play- 
ing The Act is in figuring out the game play. 

So, after watching over 3,000 groups of people 
enjoy playing The Act, we stopped testing. It 
was painful to stop — we were so emotionally 
invested in The Act - but we simply could not 
justify continuing the effort." 


lam personally looking forward to Omar's 
next creation... | have no idea what it will be, 
but | know it will be cool based on what I've 
seen of The Act. Good luck Omar! 


An Arcade Machine in your 
Pocket 


People love their classic arcade machines 
and now you can have your favorite in your 
pocket at all times. Well, let's not get too ex- 
cited, as these are only aluminum key chains, 
but they feature the full side art graphics 

of your classic game etched into the metal 
profile of your favorite machine. 


The key chains come in such varieties as 
Robotron, Centipede, Dig Dug and more 
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are being added. You can thank Brian Jones 
of Oleszak Creative for these, as he's the 
mastermind behind these miniatures bits of 
gaming nostalgia. 


Here's an expert from the rothblob website 
which talks about their creation- 


“Brian Jones... is fabricating aluminum key 
chains from raw materials and then laser 
engraving them with original arcade game 
artwork! How cool is that?... Brian has his 
successful side business at GameStencils.com, 
filling a specific niche for restoring painted 
arcade game machine artwork.” 


Order yours here for $12.95 and choose from 
a growing collection. And look for my review 
later in this issue! 


http://tinyurl.com/4ujc6h 


NES Coffee Table 


How perfect is this? Seriously, | dare you to 
point out a more perfect piece of functional 
furniture to me. Why is this so much fun? 
Well Kyle Downes, someone with no real 
woodworking skills to speak of, has man- 
aged to create this beautiful and fun table 
that not only acts as a coffee table, but it’s a 
working NES controller and storage unit for 
his favorite classic gaming consoles. 


This is just another example of the love that 
folks have for their retrogaming and how 
they will do anything to reconnect with their 
past in interesting and new ways. 


As per Kyle's blog— 


“| didn't really use “blueprints” for this, | basi- 
cally just stuck my NES controller in a scanner 
and scanned it. | then printed it off so it filled 
an A4 page, and used that image to measure 
how far apart everything on the controller is... 
Take note that | have literally zero wood- 

work experience (my school never even had 
woodwork classes)... However | did get a lot 
of advice from my dad and uncle about how | 
should do stuff..." 


Read all about it and see many more photos 
here: 


http://tinyurl.com/4govr2 


ED: Look for a feature article on how Kyle built 
his NES coffee table in the next issue! 


What Was Your Favorite 
Classic Birthday or Holiday 
Present? 


Nick, the new webmaster over at sister site 
RetroBlast.com, recently posted a photo of 
himself as a child getting one of his best 
Christmas presents ever—a portable Pac- 
Man handheld. Remember those days? 
Ripping through the paper to find a present 
that you had literally dreamt about for 
months at a time. 


| loved this photo and his joy is so appar- 
ent in that photo how can you not feel a 
bit nostalgic thinking back at Christmas or 
birthdays past? 


As per Nick— 


“I've been loading up a digital picture frame 
for mom... and | came across a couple pics of 
Christmas long, long, long, lonnnnng ago and 
me getting my Pac-Man jacket and my Pac- 
Man wannabe hand held... | loved that jacket 
and hardly took it off that entire year. They 
need to make cool things like that again." 


Do you have a similar photo? Please send it 
in—we would love to let you show off your 
favorite gaming present in the pages of 
GameRoom. 


Pristine NOS (New Old 
Stock) Pong Game Found 


| fooled you, right? This looks exactly like an 
original Pong machine that just rolled off the 
factory floor in the 1970's. Well, as good as it 
looks, put your credit card back in your wal- 
let, as it’s an amazing retro re-creation by the 
very talented and clever "TNPSHOW' over at 
ArcadeControls.com 


He desired an original Pong, and what 
better way to have a mint condition one 
that building it completely from scratch? I 
think even Nolen Bushnell himself would be 
hard pressed to tell the difference from an 
original. 


As per his post at ArcadeControls.com: 


“It’s my first scratch built cab and | decided to 
build it for a few reasons 


1. It's pretty cost efficient materials-wise 
2. It's got great historical value 


3. It’s a great, easy shape cab to build (for your 
first one). 


4. No original PCB or PC required - this thing is 
as simple as it gets! 


5. Artwork is as simple as it gets (ok the control 
panel wasn't so simple, but we had the right 
tools at work). With the pre-laminated chip- 
board, there's no painting either!" 


More photos are here — 
http://tinyurl.com/6dn455 


| just noted that there’s not one but ap- 
parently two(!) brand new re-creations. 
Follow the link below for the details on both 
projects: 


http:;//tinyurl.com/5tf5x2 


Indy Jones Pinball 
Machine Video Preview at 
Pinballnews.com 


You can always count on Pinballnews.com 
for some great video of the latest and great- 
est upcoming machines from Stern Pinball. 
The latest entry into the Stern family looks to 
be to be one of the coolest original pins to 
come out in a while.. 


Well, the engineers at Stern appear to be 
working overtime creating one of the cool- 
est pins l've seen in a while. There's not a 
toy figurine to be found. Pinballnews has a 
wealth of video and close up photos of the 
machine in action detailing every aspect of 
this fine looking machine. 


l've heard the new movie may not be that 
great, but this machine looks to be a winner! 
As per the website— 


"Gary Stern, the owner of the Stern Pinball 
talked about the Indiana Jones pinball: "It is 

a tribute to the saga of Indiana Jones and it 
holds in one game all four successful movies 
dedicated to the George Lucas character. In 
facton the playfield there is an area dedicated 
to each of the four episodes: so one part is 
reserved for 'Raiders of the Lost Ark; one part 
for 'Temple of Doom; another one to 'Last 
Crusade' and finally one part dedicated to the 
last title: “Kingdom of the Crystal Skull’: 


Read more about it here & see it in action: 


http://tinyurl.com/45cmcy 


Buying Retro Game 
Related Art is Easy at Etsy 


As you all know, I've written a number of 
articles about my gaming art interests. 
Based on feedback from some of the artists 
I've featured over last year or so, apparently 
many of you feel the same way based on the 
purchases you've made. 


Well it's time I've revealed one of my secrets 
—Etsy.com. Etsy is an online art community 
where talented folks show off their wares for 
sale. Just about everyone on there is up for a 
special request or project and you would be 
surprised at just how reasonable the prices 
can be. 


Below l've listed a few items that | have come 
across that you may interested in as well. Be 
sure to search Etsy for all sorts of other neat 
items waiting to grace your game room: 


PAC-MAN GLOVES 


"They are black polar fleece with the Pac-Man 
in yellow and Ghost in Green. | have over 
locked on the seams and pinked on the ends. 
They are great to keep your hand warm but al- 
low your fingers to move. Great for commuter, 
knitter, or any one who needs the finger free. 
With a touch of flare.” 


http://www.etsy.com/view listing. 
php?listing_id=11820635 
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PAC-MAN EARRINGS 


“Each pacman is about 3/4” and made out of 
sculpey.” 


http://www.etsy.com/view_listing. 
php?listing_id=11822012 


ZOLTAR FORTUNE TELLING NECKLACE 


“This Zoltar actually works! Simply ask him for 
a wish and then open the little drawer on the 
back to retrieve your fortune card." 


http;//www.etsy.com/view listing. 
php?listing_id=11584520 


NINTENDO COLLAGE 


“For sale is a custom Nintendo collage from 
artist Chris Lange. This collage will be roughly 
20" x 30" in size, and made of old Nintendo 
Power magazines (so it truly is 10096 Nin- 
tendo)." 


http;//www.etsy.com/view listing. 
php?listing_id=11758985 
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Ruin Your Resale Value, 
But Have Fun Doing It. 


md 


GameRoom reader "AC" shows off his tiling 
skills in this retro-themed tile floor he's 
installing on his game room floor. | have a 
feeling when he's done this is easily going 
to be a GameRoom of the Month, but for now 
we'll have to make do with tantalizing shots 
of the fantastic tiling job he's doing. 


As per AC— 


“We moved into our new house about 2 
months ago. One of the past owners bought 
but never used a huge stack of ceramic tile. A 
friend and I have been installing that tile for 4 
straight Saturdays. | finally finished the grout 
yesterday. We set about 800 tiles. While | had 
the opportunity, | figured Id create a mosaic 
at the entrance. We had a dry cutter, a wet 
saw, and other tools. The main tile pieces are 
13” x 13” The black pieces for the invader are 
4 inches. | cut every white-tile space invader 
piece 3 times since had to leave room for grout, 
spacing etc.” 


Now that’s commitment! 


Stern Pinball Featured 
this July 25th on “Modern 
Marvels” TV Show 


Set your Tivo or your DVR of choice, as once 
again you will be able to get an insiders 

look into the Stern Pinball factory. I've seen 
Gary interviewed a number of times but it’s 
always really neat to see the machines them- 
selves as they're being built and tested. 


As per the press release— 


“Modern Marvels, the popular cable show on 
The History Channel, recently came to Stern 
Pinball to film a segment for a show on coin- 
operated games. Such a show continues to 
demonstrate the public's interest in coin-oper- 
ated games, and pinball specifically. The piece, 
expected to last about 8 minutes in length, 
was filmed on the factory floor at Stern Pinball. 
Ray Tanzer, Director of Mechanical Engineer- 
ing, narrated the tour of the factory, offering 
insight into every step of the manufacturing 
process. Gary Stern was also interviewed. Gary 
spoke of the history of pinball, as well as the 
state of the pinball industry today.” 


To learn more about Modern Marvels on The 
History Channel, visit www.history.com/mi- 
nisites/modernmarvels. To learn more about 
Stern Pinball, visit www.sternpinball.com. 


Japan’s Arcade Industry 
Slumps as Wii Takes Off 


3 Zar T 


It had to happen eventually: the Japanese 
Arcade industry seemed to be unstoppable, 
(unlike our arcade gaming industry) but the 
cracks are becoming more evident. In this 
very interesting in-depth look at the Japa- 
nese arcade industry, ABC News looks at the 
Japanese Arcade industry and the changes 
that appear to be looming on the horizon. 
Here's an excerpt— 


“Japanese superhero Ultraman vanquishes 

an evil enemy during a live performance ata 
Tokyo games arcade. But Ultraman’ real battle 
is proving much harder—enticing custom- 

ers back to the nation's arcades. Japan's $6.9 
billion arcade industry has been whacked 

hard by new advances in gaming, particularly 
Nintendo Co Ltd's wildly popular Wii, the latest 
big craze to compete for the time and pocket 
money of Japanese kids... With widescreen 
TVs in households across Japan and games 
with cutting edge graphics and audio standard 
fare, the traditional video arcade experience 
can easily be replicated in the home.” 


This one is definitely worth a read— 
http://tinyurl.com/4cnsun 


In Need of a Remake? 


There’s been a bunch of retro games over 
the last few years getting glossy next-gen 
makeovers. But Blendedgames.com ponders 
what games have been ignored and forgot- 
ten that are worthy of a reboot? | doubt 
you'll agree with these suggestions but they 
are fun to ponder. As per the website— 


“With news from EGM that Splatterhouse is 
going to be getting a long overdue update, | 
thought it would nice if Blend Games men- 
tioned a few other, you're-showing-your-age 
games that are in dire need of an update, too. 
Video game companies, are you listening?” 


Some of his examples include Kid Chameleon 
and the Adventures of Bayou Billy. Um...okay? 
Read all about it right here— 
http://tinyurl.com/6kkdsy 


Space Ace and Dragon’s 
Lair out on Blue Ray 


Well with the final, gurgling, horrible death 
of HD DVD out of the way, the Blue Ray ver- 
sions of these two classics are out and ready 
for your HD enjoyment. 


Space Ace 


Here's an excerpt for the online Space Ace 
review—from geek.com 


"So what does the Blu-ray disc bring to this 
ancient title? One plus point is that the anima- 
tion is actually presented at higher quality 


than it’s ever been seen at before. The original 
film stock source has been used to remaster 
the video in 1080p, compared with the lower- 
quality-than-DVD laserdisc format original. 
They've also reworked the sound into a 5.1 mix, 
from what was just stereo, so it's not like they 
just threw this together." 


Check out the full review right here: 
http://tinyurl.com/5qrsid 


Dragon’s Lair 


Here's an excerpt from the line review—from 
manroom.com 


“The latest attempt to wring out additional 
dollars from the franchise's original outing is 
the first playable on a next-generation gaming 
or movie device. Dragons Lair has arrived on 
Blu-ray Disc and with it the most robust use of 
BD-J authoring seen on any title to date." 


Read the full review right here: 
http://tinyurl.com/3gc62h 


Rambo Arcade 


This looks like a lot of fun and brings back 
memories of the gory games of arcade 
gaming past (i.e.- Mortal Kombat). From the 
minds at Sega here's the latest in their line of 
HD Widescreen gaming goodness via their 
Rambo Arcade Game. The game is a mash up 
of the 3 movies and stars Sylvester Stallone 
(of course) as John Rambo, enforcing his 
own personal version of justice. 


As per the press release— 


“Running on Sega's advanced Lindbergh Red 
ex board, the game attempts to replicate the 
theatrical experience, with a large 62 inch 


HD screen and an advanced speaker system. 
Game play is all gunplay, with players making 
use of a low-weight light gun to blast enemies 
and bosses. In-game, your weapon changes 
between regular guns and a bow-and-arrow 
depending on the situation.” 


A 62" HD screen! Oh yeah... I'm in. This 
sounds awesome. 


ArcadeControls.com Adds 
Pinball Section 


Some of you have seen my references to 
the premiere site for home arcade machine 
builders ArcadeControls.com (also known as 
Build Your Own Arcade Controls - BYOAC) 
over the last couple of years in the news. 
Well, for those of you that had no interest 

in arcade gaming, they've quietly added a 
brand new section devoted exclusively to 
pinball collecting and restoring. 


Face it, you've probably already joined all of 
the pin forums out there, but this is a whole 
new world of folks for you to talk with and 
help out (and possibly even sell your pin to) 
over at Arcade Controls. | for one am a long 
time member over there and have now been 
slowly gravitating towards pins as many folks 
over there have been. Check it out, make 
anew friend or just feel free to share your 
knowledge—visit the forum right here: 


http://tinyurl.com/6yr9ol 


Got a Hot News Tip? 


New coin-op, game room, and retrogaming 
product releases, industry announcements, 
coming events, updates on stories we're 
tracking—they're all fair game for inclusion 
in the pages of GameRoom News. If you've 
got something you feel is news-worthy, 
please send it in! 


Send news tips to: 
news@gameroommagazine.com 
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Alltek Systems’ Ultimates 


Replacement Boards that go beyond the originals! 


Ultimate MPU Board 


Uitimate Lamp Driver Board 


+ Only pinball replacement board to use the latest surface mount technology * — Over voltage protection circuit. 
and also have through-hole spacing for standard parts. So if you want to repair + . Auto-resettable fuse protection. 
the board yourself, you can use old-style parts. 2x44 On-board Self-Test button. 
» —*MI connectors labeled for easy troubleshooting. = - All late model Bally? and Stern? pinball machine proms preprogrammed in a Single Chip. That's over 
*— Plug and play replacement that you expect from the Alltek systems products. 90 games on one chip, the most games of any replacement board on the market. Just select the game 
Same mounting holes: you want using a dipswitch. 
+ Longer connector pins that make for a better connection, * © Only replacement board to work With -17, 33, 100, 133, and 200 series games. 
All important signals now have test points. = Only replacement board that includes Free Play software for all Bally machines. 
Lifetime warranty — see website for details * No need for batteries: 100 year Non-volatile Data Retention. 
Designed by Engineers who are pinball experts. + — Lifetime warranty — see website for details 


+. The best after-sales support and warranty in the business with over 40 years of experience. 
* An improved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 
e — Overa dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


The Ultimate Lamp Driver Board 


Included Bally? Games 


Included Stern? 


$ 99 95 Baby Pac-Man* Medusa Sames 
t Black Jack Mr. & Ms. Pac-Man Big Game 
H Black Pyramid Mystic 
The Ultimate MPU Board BMX Night Rider aoe 
Centaur Nitro GroundShaker Cosmic Prin 
$ 1 99.95 E Centaur II Paragon E 
E Cybernaut Playboy 
E Dragonfist 
E Dolly Parton Power Play Flight 2000 
. H E Eight Ball Rapid Fire 
The U Iti mate Solenoid E Eight Ball Deluxe Rolling Stones meni j 
Eight Ball Deluxe Ltd Silverball Mania A E 
. E g Hot Hand $ 
Driver Board 3 Elektra Six Million Dollar Man VO ME j 
= E Embryon Skateball e Lord: È 
E Evel Knievel Space Invaders ; 
2 1 49.95 3 Fathom Speakeasy 284 Player kes tena 
E Fathom (New) Spectrum P^ DNY 
E Fireball Il Spy Hunter ROY 
Fireball Classic Star Trek MERE 
All boards can be purchased direct from Alltek Systems Flash gordon ue Spares Nine Ball 
reedom uper 5onic 
www.allteksystems.com Frontier em ber 
è Future Spa Vector (New) omong 
Or send payment to i Gold Ball Viking Quite 
Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 — | ge Gators? UL Seawitch 
(Please add $9.95 for shipping. International orders must pay applicable postage via air) Harlem GlobeTrotters Xenon a eel 
Al z à : Hotdoggin Non-Stern/Bally. Stars 
so available from our distributors: ; de Games Gümele 
ings of Steel 1 : 
www.marcospec.com (803) 957-5500 te Wart * EUR. X muo 
i ig Ball Bowling iper 
www.pbresource.com (845) 473-7114 larına Black Sheep Sguadron Wild Fyre 


www.bayareaamusements.com (408) 416-3628 


* not compatible with the Ultimate Solenoid and Lamp Driver Boards 


The Automatic 
aching & Tool 


Gab¢ 


Owl Ploor 
Slot Maching 


A Restoration Story by Sal Mazzeo 


The Search and Acquisition 

Like many other 3 reel slot machine collec- 
tors, I'd long dreamed of owning a floor slot 
machine. Sure, I had a nice collection (in my 
opinion) of 3 reelers, and an assortment of 
other game room antiques. But a floor slot 
machine would really cap off my collection. 

Well, after I had saved up for an inordinate 
amount of time, I started seriously look- 
ing on eBay and other auctions for such a 
machine. But although the big name auctions 
kept turning up floor machines, the buyer’s 
premiums usually added 20-30% to the 
price. The floor machines were already rather 
pricey, and that made it even harder to buy 
one, or to justify buying one. So I focused 
on eBay to see what I could find to avoid 
the buyer's premium. In late 2004, I nearly 
bought a Mills Judge on eBay from one of 
our C.O.C.A. brethren, but got outbid at 
the end of the auction. That just made me 
hungrier to own a floor slot. (You know the 
feeling). 

One distraction that made my eBay search 
more difficult was the proliferation of scams 
on eBay. This problem has been covered in 
previous C.O.C.A. articles and in other coin- 
op magazines. I’m referring to the Nigerian 


scams, where someone is trying to sell some- 
thing they don’t have. I inquired on a couple 
of floor slots where this was the case. One 
con man tried to convince me that selling 
‘his’ floor slot was small change to him, and 
to send him a Western Union money order 
uickly. After all, ‘he had nine jets parked on 
runway in Nevada? Sure he did... I'd believe 
that if his jets were Matchbox car size. 


a 


m 


The outrageous stories and poor grammar 
become comical. And so this ‘dance’ went on 
for a while. In fact, before I bought my ma- 
hine, I saw the same 5 cent Gabel Owl floor 
ot machine in eBay (that I'd later own) 


wa 


from another scammer. He had hijacked the 
photos from a previous eBay auction where 


the machine hadn't sold. 

So when I saw a Gabel Owl floor slot again 
on eBay, I thought, ‘OK, here we go again. 
But this time, unlike most of the African 
scammers, this seller had been an eBay 
member for a long time. OK, so far, so good. 
Lasked a few questions, obtained his phone 
number, and spoke to the owner. Based on 
his command of the English language, and 
lack of an accent, he obviously wasn’t talking 
to me from Nigeria. I was encouraged, and 


the Gabel Owl in the eBay photos looked 


NE Cresta 


eautiful and complete. The seller, Mark 
from Florida, and I had further phone calls 
and emails, and I placed my bid, held my 
breath (there was another bidder or two I 
was competing against) and waited... 

To make the wait even more difficult, I 
was out of town on the day of the auction, 
and couldn't get online until evening, several 
ours after the auction was over. I didn’t 


now if I had made the successful bid or not. 

But good things come to those who wait, 
and my bid was successful. I finally had my 
floor slot machine! Well, almost, since I still 
had to get it shipped to Cincinnati. But that 
went smoothly, and after a couple of weeks, 
I had the machine in hand. I reassembled it 


(there was some necessary disassembly for 
shipping) the evening I received it, and start- 
ed to study the machine to see if it needed 
some adjustments. Based on our phone con- 
versations, it sounded like there were a few 
mechanisms on the slot that might need to 
be adjusted. So I figured I’d have a few things 
to fix when I got it. But my rationale was that 
it was still a lot cheaper than paying an auc- 
tioneer's premium, so that was worthwhile. 
Besides, the machine had been beautifully 
restored. Some would say over-restored, since 


15 
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the coin head, handle and other hardware 
appeared to be gold plated, instead of with 
brass or nickel plating. But the restoration 
looked beautiful to me, so that didn’t pose a 
problem. The oak cabinet was well restored, 
and the mechanism appeared complete, 
although it looked as if it had been mechan 
lly restored a while ago. 

By the way 
John Gabel was the owner of the com- 


7, to those unfamiliar with floor 
slot: 
pany that made these machines, known as the 
Automatic Machine and Tool Company. Dick 


Bueschel covered the history of three Gabel 
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mac ot machine books. 

Well, the Gabel did need some adjust- 
ments, and that took some time, but it was 
fun and allowed me to better understand 
how it all worked. Before I describe the 
adjustments and repairs I had to make, let me 
first explain how the Gabel works. As Dick 
Bue *100 Illustrated Slot 


Machine books, the Gabel machines are well 


| described in h 


built, sturdy machines. The 
to explain how the Gabel Owl works. The 


otos will help 


coin head accepts 5 coins, and pays out from 


10 cents to $1. (See the coin head separated 


tail 


base in the photo above). Af- 


ter you drop the coins in, you turn the lever 
on the right side of the coin head, and that 
drops the coins into the mechanism, allowing 
you to cycle the machine. Then you push t 
main mechanism handle down to the right, 
and the color wheel spins counterclockwis 

a winner selected by your nickel 
in the coin head, you're paid out in the coin 
cup on the lef side of the cabinet. Well, 
that was the process, but it wasn't paying 
out when I put my nickels in. Time to go to 


WOr 


Repair and Adjustments — Bringing 
the Gabel up to speed 


IIl describe the problems as they arose, and 


how I solved them. This should hopefully be 
useful to others with floor slot machines who 
face similar problems, and at the same time, 
allow you to see how the Gabel works. 


First problem: Coins were jamming in the 
coin head and then into the machine mecha- 
nism, preventing play. 


Solution: First, I needed to get a key made 
for the coin head, which allowed me to take 
the cover off and see what the problem was. 
Then I found that one of the screws on the 
left side of the coin head had to be loosened. 


It appears that the plating process in the 


restoration reduced tolerances on that side 
of the coin head, which was causing the coins 


to jam as they made their way down to the 


mechanism. To ensure that the screw on 
that side of the coin head wouldn’t become 
too loose, I put a thin washer in there to 
maintain sufficient tolerance for the coins 
to pass through, and retightened the screw. I 
also put a spacer in the lower coin housing, 
below the ornate brass coin head, where the 
coins went through to the mechanism, to 
keep coins from jamming in the red 10 cent 
payout coin slot. 


Second problem: coin payouts were not 
lining up with the pointer at the top of the 
color wheel. It seemed that the correct color 
payouts were 5 spaces off. That didn’t make 
any sense. Why would someone put all that 
time and money doing a beautiful restoration 
of this floor slot machine and then not align 
the color wheel? So before I started drilling 


The disassembled coin head 


holes in the metal color wheel, I explored dif- 
ferent ways of lining up the existing wheel. 


Solution: This was a simple fix. Someone 
had put the color wheel on upside down! 
This probably had been during some repair 
process in the past. I switched it back and 
was back in busine: 


Third problem: Some of the higher payouts 
(Yellow 10 cent, Blue 25 cent and White 
$1.00) were not paying out at all. 


Solution: This didn't turn out to be a 
problem. It was the design of the machine, 
similar to ‘10 stop’ wheels on later 3 reel slot 
machines with 20 symbols, 10 of which don’t 


pay out. This was ea sy to figure out, based on 


my 3 reel slot machine experience. So that's 
where the 3 reel manufacturers got that idea! 


Fourth problem: After I put the mechanism 


back in the 


, the machine required two 
handle pulls after a coin was put in to cycle 
it. Also, the machine wasn't paying out con- 
sistently on winners. Cycling the mechanism 


outside of the case didn't have these prob- 


ems. It only occurred with the mechanism in 
the case, not when the mechanism was out of 


the case! 


Solution: The first part of the problem could 
be deciphered by watching the mechanism 
cycle in the case. The handle hadn't been 
returning to the full reset position after 
cycling. That meant the handle had to be all 
the way to the left side for it to accept a coin 


and cycle the mechanism. This was resolved 


by oiling the handle and relevant other parts 
in that part of the coin accept phase of the 


The color Wheel Was installed upside dow 


machine cycle. Also, I made a mental note 


to ensure the handle was all the way to the 
left before pulling the handle down to cycle 
the machine again. 

The second part of the problem took 
longer to diagnose. After examining the 
various moving and interacting parts of the 
mechanism, I could see that the handle shaft 
was rubbing against the main payout wheel. 
At first I thought about re-drilling the holes 
in the wood case that the ornate cover plate 
fit upon. But I thought twice about that— 
toration shouldn’t need that 


this good of a ri 
kind of refitting-just like the thought process 
in second problem above. It turned out that 
the right side of the machine didn’t have 
metal roller feet on the base, while the left 
side of the mechanism did. These roller feet 


allowed you to more easily slide the mecha- 
nism in the case. The mis: ing feet caused the 
machine to ‘ride’ too low in the cabinet, so 
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that the crank handle shaft was rubbing up 
against the main payout wheel. 

This kept that wheel from moving counter 
clockwise and completing payouts. I put 
a wooden shim underneath the right side 
of the mechanism. I could later decide if I 
wanted to get metal roller feet made for that 
side of the mechanism, as this appeared to be 
the original design. 


Fifth problem: The higher payouts (yellow 
10 cent, Blue 25 cent and White $1.00) 
were only paying out 2 coins. I suspected the 
payout wheel was dirty, so was not moving 
far enough to the left (counterclockwise). It 
looked like the mechanism restoration was 
done a fairly long time ago, and there was 
some dirt and dirty grease in the mechanism. 


Solution: It wasn’t dirt in the mechanism 
that was causing the problem. There was a 
metal stop gear that contacted the payout 
wheel and kept the payout wheel (with its 
connected leather strap) from moving to the 
bottom of the stroke. The completion of that 
stroke was necessary to complete the payout. 
So I removed the metal stop gear, which 

had no apparent purpose. Perhaps jt was 
meant to be some type of anti-cheat device, 
but was installed incorrectly, or was missing 
some connecting parts. In any event, I didn't 
want this part if I wanted to have the correct 
payouts. Hopefully, some other Gabel owner 
reading this article will be able to shed light 
on the function of this part, if their machine 
also contains it. (Jim G, that's a hint for you 
to respond to my emails!) 

Also, I had to put a couple of washers in 
back of the bell, as chat was rubbing against 
the leather strap, keeping it from completing 
its full cycle. The leather strap was used to 
actuate (cycle) the mechanism. 


Sixth problem: The bell sounding a payout 
wasn't working. It would jam up the machine 
and keep it from making a payout. 


Solution: The linkage for the bell wasn't 
hooked up correctly when I got the machine. 
Someone had apparently removed it after the 
original restoration, then reinstalled it incor- 
rectly. I had to figure out the correct order of 
the parts. Once I determined how it should 
be set up, it worked great. 


If you find this article interesting, let me 
know and I'll write a followup article with 
more detail on how the Gabel Owl works 
and pays out. 
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Looking }torthe\Perfect Game Room Art? 
How about a Nice Cou 


/ artist Melis 


(Featured in the February 2007 issue of GameRoom Magazine) 


Have Melissa carve your own 
custom sign, or choose from 
dozens of unique designs! 


GameRoom Readers save 20% 


With CNT = = code: 


Check out our site for more 
great game roow carvings! 


(218) 206-2700 


Mere time always marks the beginning of 
collectible shows. March 29th and 30th 
started my collecting season off with the 
world renowned Atlantique City Antique 
Show. Although this show was smaller than 
previous years, it still packed truckloads of 
fine antiques from all over the country, and 
even many parts of the world. I believe the 
slowing economy, price of transportation, 
and even the Internet all play a role in scaling 
down shows in general; however, I feel this 


one of the few still worth attending. 

At the convention center in Atlantic City 
New Jersey, you can find dozens of rows of 
highly collectible antiques from hundreds 
your fancy, your 


of dealers. If advertising is 
game room could have been completely 
filled in about 10 seconds. Whether it is gas 
station, food, or soft drink memorabilia— 
collectors were overwhelmed with thousands 
of pieces. Dealers brought items as small as 
an ashtray to as large as a 1930’s automobile. 
‘The price range was also as wide as the selec- 
tion; for buyers could spend as little as a few 
dollars up to thousands of dollars. As usual, 
my wife and I were on the prowl for coin-op, 
which we did find many items to choose. 
Some of the more memorable ones were a 


full sized roulette gaming table, several Pul- 
ver and Zeno Gum machines, three Rockola 
World Series Baseball pinballs, and several 
dozen slot machines and trade stimulators. 
I did manage to grab the cheapest “project” 
Rockola World Series machine at a fair pric 
and while I was at it, I also bought another 
“unneeded” item, a Rotary Merchandiser. 
The funny thing is that I had one several 
years ago, and couldn't fit it in the doorway 
to my game room, so it stayed in the garage. 
Why I bought one back knowing all this is 
beyond me, but that is what collectors do! I 
am sure some of you have done the same. 

I did bump into several notable dealers 


who are regulars at this show. One of the 
largest booths was occupied by Bob Adams 
from Connecticut (he sold me the unneeded 
Merchandiser). Bob had dozens of pieces 

of coin-op and had a great looking booth 
with adverti 


ing and amusement park items, 
including a bumper car. Some of the other 
usual suspects included Bob Levy, Bob 
Kretchko, Bob Nance, and Bill Howard; 
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ATLAN TIQUE 2008 


all of whom had a nice display of coin-op 


in their booths. There were even all the big 
auction houses represented at this show. 
Many had several pieces of coin-op that were 
not for sale at this time; but rather, were on 
display for future auctions. 

The next installment of Atlantique City is 
on October 18 and 19th of this year. I know 


I will be back to close my show season with a 
venue that has such a large variety of dealers 
under one roof. In the meantime, enjoy your 


summer; 


I am hoping to play at least a few 
rounds of golf myself! 

For more information on the Atlantique 
show, go to: www.atlantiquecity.com 


24th Annual International 
Pinball Extravaganza 
Like No Other 
Pinball Event In 
The 
World! ~ 


OclobeDl st eth FEATURING: ` a S 
ctober 1st - y EN. 

É : e Pinball Banquet f | 
Westin Chicago É " i ; AllStar S 
The Westin Chicago North Shore kağ Speakersi& 
features an indoor pool, excellent — * Internet “Get-together Söminars! 
restaurant choices including a » Children’s Arts & Crafts Ab! 


sports bar, 24-hour room service, 

free parking, low room rates, and O * Bumper Blast Welcome Party 

free airport shuttle. * Fireside Chat with a Pin Designer 
Westin Chicago North Shore  . - Team Pinball Tournament 

oU b bl A » Flip Out 2008 Pinball Tournament — 


Wheeling; IL 60090 1 . 
866-716-8104 Win Cash Prizes! 


Expo Wants Your Games © “World Cup "Pinball Tournament — 

Contact Mike Pacak — Competition Goes Global 

Bring your games to Expo * Vendor's Area: Purchase Pinball Machines, Parts, 
and get free admission! Magazines, Books, DVDs, and More 

Tour the Stern-Pinball + “Make A Wish" Charity Auction Featuring Unique and 
Factory! Collectible Pinball Items 


Exhibitor Questions? 
| Contact Mike Pacak 
1E (330) 518-3141 
yf MGPacak@aol.com 


Pinball Expo 2008 * 
3869 Niles Road pr 
Warren, OH 44484 * 
BRKPinball@aol.com ` 


Forfcompletelinformation and eee stration form, please Misit 
1-800-323-FBIP 


| 


PinScore LED Pinball Displays 


New PinScore™ Display systems for pinball 
machines and shuffle alleys are efficient, 
economical and easy to install. Brilliant : 
H . . > Ñ Ñ A 7 
design makes old high-voltage glass displays / d E R n n a MI NN MI ii 
obsolete. 
* Plug & Play installation - no soldering or 
modifications required 
Adjustable brightness 


Beautiful black matte finish retains factory 


appearance 


Crisp illumination in original color o Aİ m UN j |A, 
NI N 


and fonts 


v va iv 
WN, EE IN 


Low power consumption - No 
high voltage or extra power 
supplies required 


Includes light shields, required 
cables, and mounting hardware 


* Environmentally friendly - RoHS compliant 

* 5-year no-fault warranty 

* Madein USA 

^As good or better than anything you can expect 


from a board manufacturing facility today." 
Rob Craig, GameRoom Magazine 


Www. pínscore cor, 


OL-D 94y.o Copyright 2007 


I £z you. badi tfizlast issue of 
GameRoom, you know 
that pyé been on vacation with 
"ay family out Nest. Most of 
-the time was spent in the Reno, 
“NV and Truckees California) 
[^ eas. We also decided to 
UE take a3 day side, t£rip-torSan 
'F ‘ancisco. Itiwas an easy 4 
| hour drive heading west on © 
Route/80. Plans were made to 
see the usual “touristy” stuff... 
Alcatraz, Fisheritian’s Wharf, 
the Giant Redwoodsat Muir 
ods, Sausalito; etc. (Just 
call mé Clark W. Griswold!) 
But L hada hidden. agenda... 
we were going to visit Some 
more coin-op collections, one 
private and one very public. 


N y] N NN 


HAN 


Danny Miller's House in Orinda, CA 
Last year, I had written an article about Pre- 
War pinball. I included a few pictures from 
pinball collector Danny Miller, who lives just 
outside of San Francisco in Orinda, CA. I 
knew he had several machines, both old and 
new. We kept in touch throughout the year. 
When we were planning our vacation, I asked 
Danny if it would be alright to visit if we 

got to his area. He said if he were in town, it 
would be fine to come over. I timed it pretty 
well and Danny was going to be home on the 
day we were passing through. 

Before I get to his story, I have to tell you 
that along the way, we stopped at our first In 
& Out Burger. This is a west coast phe- 
nomenon. The place was packed but we got 
through pretty quickly and the burgers were 
great. (I actually had two!) I was y 
surprised at the competence and friendliness 


of the help. This is a well-run chain. 

By early evening we made it to Danny’s 
house. We were a little early so Danny wasn’t 
home. We enjoyed the company of his wife, 
Carolyn and their two kids, Cooper and Em- 
mie. I did sneak a peak in Danny’s office to 
see some machines but wanted to wait until 
he got home to get the formal tour. After his 
arrival, he was eager to start talking pinball. 

Most of the machines were in the garage 
with a few in his office and other rooms. It 
was quite a collection. My son Josh and I 
sampled several of the games. My persona 
favorites were the Rock-ola Jig-Saw and 
Army Navy. It’s not often you see—let alone 
actually play—working samples of these 
games. (He also owns a World Series which 


completes this special mid 30’s Rock-ola 
trilogy.) 

Danny is a supporter and member of the 
board of the Pacific Pinball Museum (aka, 
Neptune Beach Amusement Museum). The 
PPM puts on the annual Pacific Pinball 
Exposition which is on October 3-5 this year 
at the Marin Civic Center in San Rafael, 
California (near San Francisco). See www. 
PacificPinball.org for more information. 

While I couldn’t make it this trip, the 
Lucky Ju Ju Pinball arcadium and art gallery 
(713 Santa Clara Ave, 510-205-9793) is part 
of the Pacific Pinball Museum. Started by 
Michael Schiess, it is open every Friday, Sat- 
urday, and Sunday and is located in Alameda, 


California (near Oakland). See www.ujuju. 
com for more information. 
All in all, it was great visit with Danny and 
his family! After an early dinner together, we 
departed for San Francisco. 
I had made reservations at a Holiday Inn 


Danny's home office 
po 


in the city. After we settled in, I told the 
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Danny Miller and his Medieval Madi 


’ E 


E J aN 
zota Gea m e 
Circus, Cirçus, Rei 


family wed be heading toward Fisherman’s 
Wharf in the morning. My master plan of 
visiting another coin-op location was falling 
into place. 


Musee Mecanique 

Many years ago, my wife and I were visit- 
ing San Francisco and we discovered this 
wonderful arcade at the famous Cliff House. 
It was filled with antique penny arcade ma- 


chines. I found out later that the arcade had 
moved to Pier 45 at Fisherman’s Wharf. Not 
sure what prompted the move. Regardless, I 
was determined to revisit it in its new loca- 
tion. We took a trolley down to the Wharf 
in the morning. We walked around quite 

a bit. It was a beautiful cool day. As "luck" 
would have it, we stumbled upon the newly 
relocated Musee Mecanique. Walking in, you 
thought you were back in time. We spent an 


hour or so dropping coins in many of the ma- 
chines, some very rare. It was really crowded 
which made me happy. Hopefully it’s making 
enough money to keep going. Don’t miss it if 
you get to San Francisco. 

As night fell, I was anxious to eat again. 

I love burgers. Last fall, I saw a story on a 
Food Network show (“Dizers, Drive-ins and 
Dives”) about a burger place in San Francisco. 
I decided to take the family there for a late 
night dinner. After a lengthy cab ride from 
the city, we arrived at Joe’s Cable Car (4320 
Mission Street at Silver, 415-334-6699). 
Beginning in 1965, Joe’s started out with 
160 sq ft. building constructed to look like a 
S.F. Cable Car. It operated as a drive-in diner 
with walk up service. Overtime it expanded 
but it kept true to its great quality food. That 
was good eating! 

We spent a few more days in San Francisco 
sightseeing. What a great city... and only 
slightly hilly! (Not!) We got some good exer- 
cise. But it was time to head back to Truckee/ 
Reno for the remainder of our vacation. 


Circus Circus, Reno 

The night before we left for home, my cousin 
suggested we go to Reno and visit the Circus 
Circus Hotel. He said they had a special 
Midway there for kids. Darn... another night 
of fun! From their official website: 

‘Adults and kids alike will find excitement 
in the Midway of Fun, featuring 28 carnival 
and 48 redemption games including Chicken 
in a Pot, the Camel Races, SuperStar, and 
the newest attraction, Dog Pounder. Prizes 
range from stuffed animals to Razor Scooters 
to gigantic basketballs! There are also 20 skill 
cranes, including two giant ones rewarding 
winners with oversized stuffed animals! 

Gir S Circus also offers three arcade areas 
with over 60 arcade games. The teenagers 
will love games such as House of the Dead 4, 
Maximum Midnight Tunes, and Pump It Up 
NX. For the younger kids, we offer Nick Tunes 
Racer and Virtual Roller Coaster.” 

We spent quite a few hours there playing, 
eating and laughing. It was perfect end toa 
great vacation. On the ride back to Truckee, I 


recounted the whole vacation. 

I hope my kids had a good time and that 
someday they take their families on fun vaca- 
tions. There are so many little treasures in our 
country. And you don’t need to spend a lot 
of money. 

I hope many of you enjoyed my vacation 
stories. As I get older, It seems the simple 
things in life make me happy. Look for 
more of my travels in future editions of 


GameRoom. GR 
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Love Arcade Gaming? 
Get Your Dream Machine at 
www.DreamArcades.com 


« — N 
e SNS * 
oy OSes 
E 


NS s : n * x di 


5  tíéck out our new 
©  Dreamcade? line of 
pre-built machines! 


FABULOUS 
FANTASIES 


WWW.fabfan:-com 


The Couples Katrin: Er dem Dore 
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ELDORADO GAMES 


VIDEOS - From Space Invaders to 
Champions 

PINBALLS - All Bally, Stern and early 
Williams 

HARD TO FIND PARTS available 
including manuals and schematics 
CLASSIC GAMES Bought & Sold 


LOW RATES 
FAST SERVICE 
CALL FOR PRICE QUOTE 


(417) 471-1005 
115 W Dallas St 
Mount Vernon, MO 


65712 
Fax (417) 471-1006 
www.eldoradogames.com 


Be a Part of the Community Today! 


VG 


VIDEO GAME EVOLUTION 


Connect with other gamers at VGEvo.com! 
This online portal will quickly become your 
home for gaming news, links, media and 

social networking. Our multi-tiered memberships 
offer a range of advanced features including: 


i 
Registration is 4 
absolutely C 


7 FREE! «^ 
nam AN a 


b d 


Players, hobbyists, collectors, 
developers and experts welcome. 
VGEvo spans the evolution of video 
games from Pong to PS3 and beyond! 


Visit and become a member of the | 
community of gamers founded by 
Ken Williams (former Sushi-X) 
and Trickman Terry of EGM fame! 


www.vgevo.com 


A property of 


For your weekly gaming audio fix, check out the VGI 


NATIONS B 
PODCAST 


rss rnngovLla 


VG 


Merchandise 


Purchase these items and more — directly from www.vgevo.com 


VGEvo Pixelations — Our collectible, hand-crafted 
retro bead magnets and keychains 


Mention code GR08 Fees 
7 — when you register on vida b 
SPECIAL C vgevo.com and get a in Lombard, illinois presented by 
7 OFFER! o> FREE, six-month Gold 
“AL Membership upgrade! G 
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t what point is a game room “finished”? 
I've been dragging my feet for about a 


in the sense of the 


word may never happen. Sure the construc- 
of the room is finished, but my wife 

and I are constantly on the lookout for more 
pinballs, jukes, kiddie ride de games, 
neons, and so on to add to our collection in 
the room. 

So "finished" may ne en. But th 
what makes this such a fun hobby. Not only 

and play of the games, but 

also: ihe thrill of the hunt. So all we can offer 
i apshot of it as it ap today. 

After buying our home in the Spring of 
2005, our first inclination was to put t 
game room in our basement as it was in our 
previous home. But this basement only had 


two small windows and no walkout. Also 
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the concrete walls looked unfriendly to the 
amount of electrical needs that it would 
requir 

We had already discussed the fact that w 
were going to have to attach a large two story 
building to the house for our autos, boat, 
and other toys and use the se ‘ond story for 
storage. Since we wanted the game room to 
be the centerpiece of our home we decided 
to use the second story as the game room 
and our basement for our storage needs. This 


allowed us to build the game room from 


scratch and do it exactly as we wanted it. 


Our new game room now consists of 2 
square feet over the existing attached garage, 
and another 1568 square fee 
the new addition for a total of 1843 squ 
feet. To break up the look of the larg 
we raised the floor eight inches and added 
a four foot knee wall to create the look of 
a separate area for our and two dining 
booths. Also to help make this look like a 
separate area we constructed a bulkhead over 


the bar with can lights and exhaust fans for 


o 
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Pw 


GAMES 


Pinball 
Gottlie 
nyan e Sure Shot e Atlantis e Jungle Queen 
e 300 e Bone Busters 

William 
Mission e High 


Toreador e Sing Along e Paul Bu- 


op Hand e Grand Prix e Space 
speed e F-14 Tomcat 
Bally: Flip Flop e Hang Glider 


Pitch & Bat 
Williams: 62 World Series 
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Bowling 
Bally: All Star Deluxe Bowler 


Arcade 
Chicago Coin: Shoot Out 
a Raider e Invaders 


Midway unt Pilot 


From Outer Space 


‘Midway: Ms. Pac-Man Cocktail 
Leland Corp: Dragon's Lair II 


t High Top e 50 cent High Top 
old Nugget 


Seeburg: MIOOBL 
Kiddie Rides 


our family and friends who smoke. The bulk 
head also allowed more space to hang neon 
signs and decorations. 

We addressed our electrical needs by 
installing a separate 200 amp service. This 
would handle the central heat and air plus a 

hting and 


receptacles wer 
other lighted signs. All said, the game room 
has forty six unswitched and nine switched 
duplex recep 1 
To elimin: s of cords 
showing beneath the games, I located our 
receptacles forty four inches off of the floor. 
As you can see in our photos you will not 
e many electrical cords as they are neatly 
behind the games. 
to finish the interior walls v 
sheets of rough sawn grooved siding. 
It gives the room a rustic but finished look 
plus it is way more friendly than drywall 


for hanging items securely on the walls. You 


don’t have to worry about finding studs, just 
grab a screw gun and some screws and ha 
at it. The grooves also make for a nice place 
to tuck electrical cords coming from lighted 
sigr 

Next, a little carpet (in a shade that hides 
dirt), a couple of remote controlled ceiling 
fans, custom built bar top, and “that’s it we're 
done”. Oh yeah, we still had to haul up all of 


the games. GR 


Words here can't express how gracious | feel 
towards my family, friends, and co-workers 
who helped with this painstaking project. 

u know who you are. 


But most of all | would like to thank my lov- 
ing wife Mary, who poured the same blood, 
sweat, and tears into this project as | did. | 
couldn't have pulled this off alone. 


Joe & Mary Graczyk 


Want to see your game room 
published in GameRoom Magazine! 


Want a free GameRoom T-Shirt? 


Submit your photos and game room 
story today! 
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Illinois Pinball Show 
October 3-5th, 2008 2n] 7 
miss Miran ACTUM. 


Bloomington Sale Barn 
South Main Street 
Bloomington, Illinois 


Local Lodging: 

Clarion Hotel 

1219 Holiday Drive 

Pues Illinois 61704 

DM 662-5311, ext. 0 
1-800-EXT. STAY 


Fax (309) 662-6283 


pontact Gene Cunningham for Info Packet 
Phone (309) 825-5844 - Fax at (309) 828-3232 


& Tournament ‘Og 


Wheelchair Tournament F 


All Games must be played 
while sitting in a wheelchair. 


There will be three divisions. 
Trophies and Cash for 
winners! 


Call Kim Michael for more 
details and information 


Phone: 303-776-4111 
Cell: 303-711-1838 


The Many 


© 
incarnations 
of. ee by Jonathan Imberi 


This article is part of a series I call “The Many Incarnations of... ^, a col- 
umn which will chronicle the different game titles that have been re- 
leased over the years featuring a central character or theme. Pac-Man is 
here to provide “color commentary,” and Professor Pac-Man is on hand 
with interesting tidbits of trivia about each game! 


Star Trek 


a 
He's dead Jim... l'Il get his tricorder, you get his STA H DATE: 1979 
wallet. Wocka! Wocka! 
DESTINATION: PRUH T 
J a Gle 
prototype backglass for this pinball machine " em . . 


featured the original series-style uniforms, ; WHERE NO MACHINE HAS GONE BEFORE 


but due to the coinciding release of Star Trek 


From the desk of Professor Pac-Man: The 


DISTINCTIVE 


The Motion Picture, the final backglass was e. Bes BACKGÍASS 
ate reflec > ifor as fez re ART DEPI 
updated to reflect the uniform styles featured 2 pid RENOWNED 
in the movie. e STAR TREK™ 


CHARACTERS. 

. 
Mr. Spock, Captains 
Kirk,and allthe * 
favorite Star Trek 
characters en- 


hance Backglass 
as only Bally art 
can. Immediate 
recognition of 
characters draws 
players directly 
lo Star Trek. 
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Star Trek - Strategic Operations Simulator BOLDLY GO 

It’s our life Jim, but not as we know it. 

Wocka! Wocka! O 
From the desk of Professor Pac-Man: This game features a screen 
that is broken into three parts to separate system information. It also ( ADE, S 
GONE BEFORE. 


features pseudo-three-dimensional vector graphics, and incorporates 


synthesized versions of Scotty’s and Spock’s voices. 


Star Trek - 25" Anniversary 


(3 “This game is supposed to be just like the real 
thing.’ —Pac-Man, “Aye. And if my grandmother 
had wheels, she'd be a wagon.’ —Scotty Wocka! Wocka! 


From the desk of Professor Pac-Man: This 
pinball machine features a patented “trans- 


porter effect” built in to the backglass which 


Transport Record 
Collections 


uses a moving double-layered semi 


ranspat- 
ent picture, allowing the Enterprise crew to 


materialize before your eyes. This game also DATA 


ENST 
We've Got It All 


features custom-digitized speech from Scotty 


and Bones, along with the Star Trek theme. 
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je ms s MAİ 
Star Trek — The Next VVA s Io WE" 
Generation | 


Pinball. The final frontier. These are the voyages 
ofthe starship Enterprise... Wocka! Wocka! 


From the desk of Professor Pac-Man: This 
game features seven missions that must be 
completed before entering The Final Fron- 
tier, and includes voice clips recorded by cast 
members Patrick Stewart, Jonathan Frakes, 


Brent Spiner, LeVar Burton, Marina Sirtis, 


Gates McFadden, and John de Lancie. The 
voices utilize the DCS Sound System which 


renders high quality voices. 


Star Trek Voyager — The Arcade 
Game 


Resisting the chance to play this game is... 
well... futile. Wocka! Wocka! 


From the desk of Professor Pac-Man: This 
game was named "Video Game Of the Year" 
in 2002 by Wal-Mart Stores Inc. Developed 
by the Star Trek fans at Game Refuge, this 
pulse-pounding shoot-em-up can be found 


in fine arcades, movie theaters and entertain- 


ment centers everywhere ! 


Well... this time can honestly say | have 
chomped where no pac has chomped before! 
Wocka! Wocka! 


* This article is only a listing of known unique game 
titles. It does not cover clones of released titles, nor will 
it list the various platforms the titles have appeared on. 
It is not meant to be an all-inclusive reference listing, 
and should be viewed only as the recreational offering it 
was intended to be. Game descriptions, game titles and 
registered trademarks mentioned herein are properties 
of their respective owners. 


* Want to see an Incarnations article done on your favor- 
ite video game character or title? Please submit your idea 
to info@gameroommagazine.com 
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With JukeCD you can print title cards and 
make your jukebox look better than ever 
before. No more hand-written or typed title 
cards, only sharp custom-made title cards. 


Entering CD information is easy. 

Retrieve CD info from CDDB directly or 
copy and paste from the CDDB web site. Or 
you can import from you own CD files such 
as iTunes or other music players*. 


FROM YOUR PC 


JukeCD 
for Windows 
$59.95 on CD 
$54.95 Download 
Vista Compatible 


Create title cards of any size — design your 
own or select from the included templates. 
Easily adjust text position, change fonts, 
use one of the arrow options maximize card 
VERA space for CDs with many tracks. 
7| Print on plain or perforated sheets. Add an 
information line on each title card. 


Print inventory reports, song lists, play lists 
and location lists. 


Printing title cards has never been this easy 
or affordable! Download the demo and give 
it a test ride. 


*New in JukeCD 5 released in December 2007 


800.878.1630 


www.lowprofilesoftware.com 


Distributor inquiries to sales@lowprofilesoftware.com 


Order by 
telephone 
or online 


low Profile Software 
PO Box 2997 
Sequim, WA 98382 


GameRoom 
A New Era for GameRoom Magazine! 


Software available for 
vinyl jukeboxes. 


J One Year; 
i Great 


th 


H 
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ADP Allied Leisure, Americoin, 
Amshuffco, Atari, Bally, Bert Mills, 
Best Of 7, Bio-Rythm, Brenco, 
Centuri, Chicago Coin, Exidy, 
Gottlieb, Hebel, Interflip. Irving 
Kaye, J. F. Frantz, Kasco/Kansai Seiki, 
M.C.I., Midway, Motorola monitors, 
Nutting, NSM, Recel, Rene Pierre, 
Seeburg, Sega, Scorpio, United, U. 
S. Billiards, U.S. Leisure, Williams, 
Wurlitzer. 


(Full list is on flippers.com): 
ChiCoin, Midway, Recel, Sega, 
Interflip, Williams... 


John's Jukes Ltd. 


2343 Main Street 
Vancouver, BC 
N CANADA VT5 3C9 / 
(604) 872-5757 4 
jrr@flippers.com 
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Howard Delman: Beyond Atari 


Over the last two months, I've talked to 
Howard Delman about his long and distin- 
guished career in the industry, including his 
role in the hardware design and development 
of the vector generator used in Ataris XY 
games and his hardware and programming 
contributions to a number of Atari $ early ar- 
cade hits. This month, I conclude my three-part 
interview with a discussion of Howard career 
in the industry afier he lefi Atari. 


y the time the early 1980s rolled around, 

there was quite a bit of discontent 
among the programmers and engineers at 
Atari. Although it was their products that 
made Atari the fastest growing company in 
history up to that point, some felt that they 
weren't getting the money and recognition 
that they deserved. Asa result, many of 
Atari’s most talented engineers began to leave 
the company in search of greener pastures. 

Some of the earliest to depart came from 
the consumer side of the business. They 
formed new companies to produce games 
for the highly successful Atari VCS (2600). 
These pioneers created the third-party 
software model that is the prevalent model 
in video game development to this day. In 
fact, the first third-party software company 
founded by defecting Atari engineers David 
Crane, Alan Miller, and Bob Whitehead 
in 1980—Activision—is one of the largest 
video game publishers in the world today, 
nearly three decades later. 

In 1981, Howard Delman joined the 
exodus, along with fellow coin-op engineer 
Ed Rotberg and Roger Hector, and s 
company called Videa. There, Delman’s role 
changed significantly from the position he 
held at Atari. 


<<: “Twas one of the three founders of Videa, 


arted a 


along with Ed Rotberg and Roger Hector,” 
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Delman said. “So a significant part of my 
time was spent on corporate matters. Some 
of these matters were strategic (What should 
we develop, and how can we find money to 
pay our new employees?) and some were 
mundane (How can we lower our soft drink 
expenses and who do we call to get these 
stains out of the carpet?). My business card 
read “VP Engineering’, and I was responsible 
for all hardware development, as well as man- 
aging the hardware development staff” 

Videa was not strictly a video game com- 
pany. In fact, some of their earliest projects, 
though entertainment related, had nothing 
to do with video games. 

“My first project at Videa was a point-of- 
purchase machine that utilized the newly 
invented Laserdiscs,” he said. “We did this 
under a development contract from acom- 
pany called ByVideo. The idea was to create 
a kiosk that could be placed into locations 
such as airports and hotel lobbies. People 
waiting around could browse a selection of 
high quality gifts, such as leather briefcases, 
executive pens, silk lingerie, high-tech toys, 
etc. The laserdisc provided a brief “com- 
for each item. If the user wanted 
a purchase, a credit card reader and 
keyboard was available to take their informa- 


mercial” 


to make 


tion. It was a fun project, since i got to be 
the first engineers to utilize a laserdisc 
player in an embedded control application. 


But getting it work smoothly, and to overlay 


one o; 


text properly, was a challenge.” 

Videa actually developed only one arcade 
video game, for Gottleib. The game never 
made it past the prototype stage—in fact, 
only one working cabinet was ever produced. 

“The game was called Gridlee, said Del- 
man, “and the sole prototype is still floating 
around in the game collector community. It 
did not test well, and Gottlieb was getting 


ready to fold, so it was never manufactured.” 

‘The founders of Videa made the game's 
ROMS available to the collector community 
free of charge for non-commercial use in 
order to preserve the game’s place in video 
game history. And, even though Gridlee 
never made it as a commercial product itself, 
the circuitry designed for the game by Del- 
man became the basis for the Sente SAC-I 
hardware system. 

Videa’s other contributions to video 
game history were two games for the Atari 
2600—Meltdown, which was licensed to 20" 
Century Fox, who never published it; and 
Lasercade, which suffered a similar fate at 
Atari. Both games have been subsequently 
released to the collecting community. La- 
sercade made its premier at the 2007 Classic 
Gaming Expo in Las Vegas. In both cas 


S, 
these games were strictly software projects, so 
Delman had very little involvement in their 
development. 

By the time Videa was formed, Nolan 
Bushnell had left the video game industry— 
at least temporarily. But that didn’t mean 
that he didn’t maintain some involvement 
from a distance. And that involvement in- 
cluded showing interest in Delman, Rotberg, 
and Hector’s new company. 

“When Nolan sold Atari to Warner in 
1976, he signed a seven year non-compete 
agreement. Thus, he couldn’t officially be in 
the video game business, and he couldn’t be 
directly involved with us,’ Delman explained. 
“But it took very little time from our an- 
nouncement that we were leaving Atari, to 
having a conversation with Nolan. So al- 
though he couldn't be a part of Videa, he did 
take a strong interest in what we were doing. 
Our offices were in a building that he owned. 
Nolan was an investor in ByVideo, which was 
how we came to know their CEO and secure 


the development contract. 


“At the time we started Videa, Nolan, 
along with Joe Keenan, Atari’s former 
president, were both running Pizza Time 
Theater. They had about two years left on 
their non-compete agreements, and were 
soon thinking about how to get back into 
the video games business. Joe Keenan ap- 
proached us in 1982 about creating a video 
game for Pizza Time that would be released 
once their non-competes were Over. As the 
negotiations proceeded, someone introduced 
the idea of Pizza Time simply buying Videa, 


and merging us with their existing engincer- 
ing department. 

“That is what we eventually did, and al- 
though we all believed that the 13th Amend- 
ment prohibited the selling of human beings, 
I, my two partners, and our eight employees, 
all became employees of Pizza Time Theater 
in early 1983.” 

The newly formed game division of Pizza 
Time Theater was known as Sente Technolo- 
gies. Bushnell’s plan was to introduce a new 
line of games that would once again catapult 
a video game company that he helmed to 
the top of the arcade food chain. He did not 
choose the name of the new company lightly. 
“Atari” was a term from the Japanese board 
game Go that essentially translates (in chess 
terms) to “check.” “Sente” is also a term from 
Go—and it translates to “checkmate.” 


As was the case at both Atari and Videa, 


Delman was involved with hardware design 
at Sente. He also took part in game reviews 
and provided feedback to the development 
team, but he doesn’t consider any of the 
games that were produced by Sente as “his.” 
Even so, his work formed the foundation for 
all of the games developed by the company 
during its short history. 

“I was at Sente for about four years,” 
Delman said. “During that time, we really 
only had one product line, the Sente Arcade 
Computer, known as SAC-I. There were over 
a dozen games created for the SAC-I, includ- 
ing Snakepit, Hat Trick, Trivial Pursuit, and 
Night Stocker? 

The SAC-I’s most innovative feature 
was the ability for operators to change the 
game in a cabinet simply by swapping out 
a cartridge, a marquee and, in some cases, a 
control panel. Even though the video game 
crash was already gaining momentum on 
the arcade side when Sente appeared on the 
scene, Sente believed that the SAC-I w: 
possible answer to the expensive proposition 


asa 


faced by arcade owners when they wanted to 
replace an existing game with anew one. 
“With the SAC-I system, an operator 


could have a new game for roughly a quarter 
of the cost of a traditional video game ma- 
chine. And rather than sending two strong 
guys out with a truck and a dolly, he could 
send one technician in a car with a new 
memory card and some new graphics. It was 
our feeling that the industry would be con- 
verted to this concept, and that Sente would 
lead the way. Sadly, the industry's death spiral 
was too steep, and we never really were able 
to reverse the decline.” 

Sente also dabbled in development beyond 
the SAC-I system, although these efforts did 


not lead to the release of any games 
“A team at Sente did design a motion 

simulator game, although it never went into 

production. The game was called Shrike 


“We had very flexible 
hours... the premiere 
of a new Star Wars or 
Star Trek movie was 


a company holiday.” 


Avenger, and the hardware system was called 
SAC-IL SAC-TI was basically a SAC-I board, 
with the addition of the high current motor 
controllers, which I designed.” 

“At the time that I left Sente, I was work- 
ing on a new game system based around an 
Amiga 500 motherboard, called SAC-III. I 
designed an auxiliary board for the Amiga 
that provided for many possible combina- 
tions of inputs and outputs. We did show a 
game on it called Moonquake, but there were 
too many problems with converting a home 
computer into a dedicated video arcade 
game. The idea was 

For a short time, Sente provided the same 


crapped.” 


kind of work environment that the engineers 


enjoyed so much during the early days of 
Atari. 

“The atmosphere was similar, probably be- 
cause it was the atmosphere that Ed, Roger, 
and I had come to really appreciate. Nolan 
cutives of Sente 


and Joe were the top e 
"Technologies, and so their corporate style 
isted as well. We had very flexible hours 


pers 
for employees; there were bagels and donuts 
on Fridays; an employee birthday was often 
a good excuse for everyone to leave early and 
go celebrate; the premiere of a new Star Wars 
or Star Trek movie was a company holiday.” 

Unfortunately, the Atari-like atmosphere 
didn’t last long. After a year, Sente Technolo- 
gies declared bankruptcy and was sold to 
Bally. At that point, everything changed. 

“Our budgets were cut drastically, money 
for parties went away, and we were forced to 
ay off employees,” Delman remembers. “But 
we were resourceful, and always managed to 
find a few dollars for our employees’ perks.” 

One other major change—one that af- 
ected the company even more drastically — 
was Bally’s more conservative approach to 
game ideas. 

“At Atari, the engineers were relatively 
free to pursue new ideas,’ Delman said. “Of 
course, an engineer couldn’t chase a dead end 


forever, but having the freedom to try a crazy 
idea lead to many great innovations. Risk 
taking was encouraged. Bally was the exact 
opposite. In order to get a project ap] proved, 
it had to be sold to Bally’s top executive, who 


was risk adverse, and principally focused on 


return-on-investment. Thus, many ideas that 
seemed to have great potential were never 
allowed to advance past the proposal stage. 

“We did try to preserve as much of the fun 
under Bally as we could, but it was always a 
constant struggle. When my contract ended, 
I couldn't get out of there fast enough. A 


very sad end toa wonderful company 
After leaving Sente, Delman decided to 


take some time off to consider his career path 
after eleven years in the business. He left 


the United States and headed for Grenada, 
where he spent four months living in a beach 
house. But, like so many creative people, Del- 


man found himself becoming restless after 
only a short while. 

“At first, it was wonderful not to have to 
think 


about anything,” he recalls. “My days 
consisted of lying on a beach chair with a 
book and a drink. But after a month or so, 
my brain became restless. I found myself 
considering new ways to generate computer 
graphics on video screens. Soon, I had a 
notebook and a few colored pencils. A hunt 


around the island turned up some graph 
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asercade 


Games of the Century 


paper and drawing templates. A couple of 
months later, I had completed the design of 
a new video game hardware system, all while 
sitting in my lounge chair on the edge of the 
water.” 
Delman returned to the US to attend the 
AMOA trade show, where he hoped to find 
someone to license his new technology. At 
the show, he ran into Nolan Bushnell, who 
was interested, Within weeks of leaving his 
Caribbean retreat, Delman was once again 


working for Bushnell at Bushnell's latest 


company—Axlon. Unfortunately, Delman’s 
tenure at Axlon was a short one. 

“Between the time that I agreed to take 
the job, and actually getting into my office 


for the first time, Nolan had a change of 


heart,” he said. “He decided that what he 


wanted for Axlon was the lowest cost arcade 
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game hardware platform that had ever been 
designed. So my Grenadian hardware went 
on the shelf, and I set about figuring out how 
to strip as much cost out of an arcade game 
as possible. Unfortunately, Axlon was already 
in financial difficulty when I joined, and it 
was not possible to finance the development 
of my design. Within six months of starting 
work, I was laid off” 

This was one of the last times Delman 
worked at one of Nolan Bushnell’s compa- 
nies. (Delman worked as a consultant for 
Bushnell in 1996 for a company called Aristo 
Games. Aristo was developing an Internet 
se, Nolan 


was ahead of his time. Broadband wasn’t 


jukebox. “Sadly, as was often the 
ready, and music companies were not yet 
willing to license digital downloads.”)Even 


though the two have not seen each other in 


many years, Delman still remembers their 


sociation fondly. 
“Working with him was always exciting,” 
he said. “Nolan always ran his companies in 


an informal manner, and generally ensured 


that his employees enjoyed their jobs. As an 
engineer himself, Nolan has great respect for 


his engineers, and alway 


strove to give us 
what we needed to get our jobs done. That 
is in contrast to many other companies with 
which I’ve been involved, where engineering 
had to beg for basic tools and equipment. 
Companies run by Nolan usually had the 


atest equipment. 

“Nolan is also a great motivator. A walk- 
through by him usually left the design teams 
energized to do better, and push harder. 
Whenever I’ve worked with him, I was 
charged with doing things that hadn't been 
done before. That is quite different from 
many other companies where I was asked to 
make small, incremental improvements. 

“On the other hand, Nolan’s exuberances 
could lead to frustration as well. It could be 


hard to meet his expectations sometimes. 


And because he is always looking to the 
future, it was not uncommon for our goals to 
keep moving further away from us. 

More than once, I'd be well into a design 
when Nolan would announce a change in 
plan. Suddenly, the product had to be faster, 
or cheaper, or utilize a newly announced 


technology. These on-the-fly changes could 


ead to redesigns before the prototypes were 
even finished. That is a situation that few 
engineers relish.” 

After Axlon, Delman became a consul- 
tant, a career that continues to this day. He 
worked on a number of video game projects 


over the years. Some of his first projects were 


coin-op hardware design for Data East and 


Jaleco in the late 80s and early 90s. 
I 


video game industry led manufacturers to go 


ntually, the economics of the coin-op 


with hardware that consisted of generic PCs 
and low-cost kits—neither of which required 
much in the way of hardware engineering. 
Delman moved on to consulting in the home 
video game market, where he worked with 


the Epyx development team that designed 


the Atari Lynx handheld system. Delman’s 
primary contribution was the design of the 
software development system for the Lynx. 
The development kit was dubbed the *How- 


ard System" in his honor. 
Delman also did consulting work on the 
3DO video game system, and designed an 


enhancement for the Sega Genesis that al- 
lowed players to compete over a telephone 


line. The product, known as the Edge 16, also 


incorporated a full duplex speakerphone that 
supported voice over data. Although this is 
commonplace today in the age of the Inter- 
net, it was an incredible piece of technology 
fifteen years ago. Unfortunately AT&T, who 
had agreed to produce and market the Edge 


16, pulled out at the last minute and the 
project was ultimately cancelled. 

Much of Delman’s current work involves 
supporting his past designs, including the 
electronic systems he engineered for a 
digital photo booth manufactured by Face 
Place (www.faceplacephoto.com), where 
he worked with fellow Atari alumni Steve 
Calfee and Gene Lipkin. 

When asked about the future of coin-op 
video games, Delman doesn’t see much of 
a chance for a return to the coin-op video 


game 


ze that was so prevalent during his 
Atari days. 

“I think that the era of a Pac-Man or an 
Asteroids in every 7-11, laundromat, and deli 


is over. It is my belief that the initial success 


of coin operated video gam 
due to its novelty, and the fact that nothing 


s was principally 
quite like it could be found elsewhere. When 
the industry began, there were no video 
games outside of arcades and game rooms. 
Even when game platforms entered the 
home, they were pitiful compared to arcade 
games. 
“But today, the situation is entirely turned 
around, People can play games on their com- 
puters and on their cell phones. More signifi- 
ike the Xbox and PS3 offer 


graphics and realism that no arcade machine 


cantly, platforms 


could ever hope to match. The reason for 
that is simply economic. Sony could afford to 
invest over two billion dollars developing the 
PS3 because that machine will sell millions 
of units, followed by hundreds of millions of 
individual games. 

“The most successful arcade game of all 
time was the Pac-Man/Ms. Pac-Man pair, 
which together shipped 200,000 units. Even 
if a game today sold those kinds of numbers, 
there isno business model that says you can 
amortize a two billion dollar investment 
over that many units. The numbers just don’t 
come close to adding up any more.” 


Delman says that, during his time at Atari, 
he never gave much thought to the impact 
that video games might have on popular 
culture. But, looking at what today’s games 
have to offer—at least technologically—he is 
impressed with how far they have come in a 
relatively short period of time. 

"I certainly never imagined how realistic 
and life 


ike video games would eventually 
become,’ he said. “Even though I fully under- 
stand the underlying technologies, I still am 
amazed when I see a new Xbox or PS3 game. 
"It just wasn't that long ago that I was 
moving little grey squares around on a moni- 
tor, and telling people that they were cars 


and airplanes.” GR 


If you would like to know more about 
Howard Delman and his latest projects, be 
sure to visit his web site at: 
www.blueneptune.com/~delman 
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\ X 7 elcome to the conclusion of the be- 
ginner’s guide to pinball shopping. In 


part 2 (June 2008 issue), there were a couple 


of photos with captions that might have not 
made sense. I apo ogize for any confusion. 
Once the problem was found, the magazine 
was on its way to press. 
Just like last time, there's a lot to cover in a 
short amount of space, so here's a very quick 
overview of last month second offering in 
the "Let's Shop" series. Last month, I covered 
shopping approaches like “zone cleaning,” 


cleaning top-side leftovers that weren't easily 


removed, like drop targets, popbumpers, 
eaf switches, opto switches, and the edges 
around Mylar. We also reached into the parts 


box to clean all of those metal rails, wire- 


'orm ramps (ball passages), plastic ramps, 
screws, playfield plastics, and other gizmos. 
So finally, the day of reassembly and testing 
has arrived. Did you order a rubber kit? New 


amps, shooter rod springs, flipper rebuild 


cits, playfield posts, or game specific parts 


ike drop target stick These are the things 


that are usually needed to bring that machine 


back to a new and better life! 


Putting It Back Together: Lamps 
My goal in this first major step is to replace 
all the lamps, posts, rubber, and then stain- 


less steel ball paths (in that order). First, the 
lamps: Space Station requires two different 
colored lamps for general illumination (clear 
and green in specific places) and a couple of 
flash lamps elsewhere. I used my playfield 
map, notes, and the game manual to make 
sure I place each lamp type in the proper 
place. I take a peek inside each lamp socket 
before installing a new lamp, making sure 

it is clear of debris. If it isn't, I pull out the 


vacuum and clean it out. I usually do this 
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with the machine powered on to get the im- 
mediate gratification of seeing the playfield 
light up. Always use common sense when the 
machine is powered up. You never want to 


put a tool like needle nose pliers into a lamp 


socket while the power is on. If you have to 


do that, keep the game powered off. 


Plastic & metal posts 

Again, I refer to my notes, drawings, and 
game manual for post placement. In this step, 
-Nuts or 


you have to go back and fix any 
wood screw holes that were stripped during 
the removal. For T-Nuts, I lightly hammer 
in new ones from the hardware store. I can’t 
usually fit a rubber mallet or hammer into 
the area where a new T-Nut needs to go. So 
I use a nut driver as an extension, tapping 
the bottom of the nut driver with a rub- 


ber mallet or hammer. It doesn't have to set 


e plastic parts. Notice that the lamps 
aking this shot that | had forgotten to 


Installing a new T-Nut to replace one that 
was stripped out during the removal of 
playfield posts. The nut driver is used to 
place the new T-Nut and a rubber mallet taps 
the nut driver's handle to ‘set’ the new T-Nut. 


style of post, its location, and what type 


of fastener is used to secure it. I always try 
to use new colored posts for Williams and 
Bally games, since they look fantastic, and 
save me a lot of time in cleaning. There are 
some areas, like top rollover lanes, where you 
might have to install a rubber ring and piece 
of plastic along with the post. I take these as 
they come, but I try to remain focused on 
finishing the post install before placing any 
other parts on the playfield. 

With stripped wood screw holes, I load up 
the bulging hole with two or three (maybe 
even more) toothpicks, and a drop of glue. 


Make sure to snap off the toothpicks flush 


with the playfield surface. Leave any glued 
holes alone for 24 hours before putting a 
screw into them. This procedure is amazingly 


simple and produces excellent results. 


Rubber 


With all posts mounted, use your rubber 
kit’s installation drawing or the game manual 


(and/or your notes) to re-rubber the game. 
This is usually a pretty straight-forward 

step, except for the occasional manual error, 
that calls for a ring that is way too small or 
sluggishly too big. Most rubber kits have any 
corrections noted on the rubber layout dia- 
gram. Keep in mind that the most important 


Got a stripped wood screw hole? Try the 
“white glue and toothpick" trick to rebuild 
it so that it will accept a screw again! 


rubber, and metal ball guides are installed. 


dy for the first playfield test. 


thing is that you shouldn't have any parts left 
over. All posts should find a home, as well as 


rubber rings in the list. 


Metal ball guides 


Installing stainless steel guides should be 
straight-forward if you took good notes. I’ve 
shopped newer machines that were heavy on 
ball guide usage, causing me to scratch my 
head for a while. This is usually due to my 
notes being less thorough than they should 
have been. But with Space Station, it’s a fairly 
ca 


yjob to complete. Short Phillips or hex 
head screws normally fasten the rails to the 
playfield, an occasional nylon locking nut 
underneath the playfield on tight proxim- 

ity rails, and then the outer most rails that 
secure to the sides of the wood rails with 
small #1 Phillips head screws or ‘twisty’ nails. 
Once all of these are securely mounted on 
the playfield, you'll be ready to have a little 
fun. 


The First Playfield Test 


I clean a fresh new ball and start a little test 
to make sure I didn’t make any assembly 
mistakes. This is your chance to sort of feel 
like a game designer. Turn on the machine, 
start up the diagnostics (see manual for game 
specific instructions), go into the switch test 
if 
the ball up the shooter, down every 


(usually switch edges if applicable), and roll 


ane with 


a rollover switch, ball lock area, and anything 
else that has a switch. You should be attentive 


to three things in this test: 


1. Does the ball hang up anywhere? 


2. Does the ball meet steel, rubber, targets, or 
ramp walls everywhere? If you missed the 


installation of a rubber ring, you'll know it 
during a thorough roll around the table. 


3. Most important, are you getting a switch 
closure on the display for each switch you 


bump the ball into? Check every drop tz 
get (reset the bank by hand underneath if 
you have to), stationary target, popbumper 
(from severa angles ), rollover switch, opto 
switch (if applicable), slingshot, ball lock 
area (if applicable). Use the ball instead 

of 


closure with your finger, but not the ball. 


your hand, as you might find a proper 


Everything should glide smoothly. If it 
doesn’t, you should fix it now while you have 
everything open and easily accessible. It’s 
really a good idea to pull out the manual's 
switch matrix map (usually includes a draw- 


ing of the playfield with numbers mapped 
to switch locations) and check as many as 
possible. Without ramps, steel wireforms, 
and other mini-playfield extensions installed, 
don’t be surprised if that lost switch listed 
in the matri 


is left laying in your parts box. 
You'll end up testing those later. For now, 
youre getting the bottom level switches certi- 
fied, something that is much harder to do 
later, once you have populated plastics and 
more layers of pinball parts. 


Switch issues 

Lusually find a switch or two in need of 
adjustment. The slingshot switches are ones 
that I really try hard to adjust to gain a pow- 


erful response to the ball colliding with the 
rubber. Space Station’s left sling was perfectly 
responsive, but the right sling was delayed 
and insensitive. I used my leaf switch adjust- 
ment tool (available at most online pinball 
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There's always a chance that the switch has a 
wire that fell off. Notice that the yellow wire 
is NOT connected to the available lug. This 
switch did not work in test mode, but was 
easy to fix with a soldering iron. 


shops) to bring the contacts ever so slightly 
closer, and then did another cleaning of the 
contacts with a business card. After a few 
more slight adjustments, I found the sweet 
spot, and was ready to move on. 

: I sometimes adjust leaf switches 
with the power on. However, it is very pos- 
sible to make a wrong move with any metal 
tool and short the switch circuit to a dif- 
ferent one. This is a very bad thing, and can 
cause more than a blown fuse. The safest pro- 
cedure is to just turn off the game, make the 
adjustment, and then power it to test. Also, 
using a flat screwdriver as an adjustment tool 
is not recommended. It is possible to bend 
leaf switches in a position much worse than 
they were in previously. If you're new to this, 
take it slow and easy. 


Other switches 

There are non-leaf switches that you can’t 
adjust in the same way. Micro switches 

are usually located on ramps, but can be 
anywhere. These make a ‘click’ when they 
close ‘on’ But hearing a ‘click’ doesn't always 
mean that the switch internals are working 
properly. And, you might never hear a ‘click’ 
if there is 


something wrong inside or if the 
attached wire isn’t bent properly to engage 
the ball. When I run into a micro switch that 
isn’t registering against a ball, first check to 
see if I can fully swing the attached wire and 
get a closure to register on the display. If not, 
I check the soldering lugs for a broken wire 
or diode. If there are none, I simply replace 
the switch. This usually fixes the issue. 

Opto switches shoot a beam of light across 
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the ball path. When the light path is broken 
by the ball, a switch closure is registered. 
There are a lot of things that can go wrong 
with optos, but in the spirit of this short 
overview on shopping a pinball machine, 
consider that it might just be dirty. Clean 
them all gently with a cotton swab and a 
small bit of glass cleaner. Many earlier uses 
of optos in pinball fail due to cracked solder 


joints. Re-heating and adding a small amount 
of solder can sometimes fix a seemingly dead 
opto switch. 

There are still other switches, like Gottli- 
eb's unique piezo switches, used in later solid 
state machines of that brand. There are very 
few used Gottlieb piezo switches available, 


ble 


and the original broken ones are impo 
to repair. Consider replacing intermittent 
or otherwise troublesome piezo switches 
with a modern equivalent micro or leaf style 
switch. While I have no room to go into the 
procedure, let’s just say that it’s much easier 
than it sounds. Give it a try if you encounter 
one of those. 


Lamp tests 

While I’m here in the test mode, I usually 
run a lamp test to verify all my lamps are 
working. The general illumination lamps are 
normally on when you turn on the game, so 
you've had these glowing since you started 
Take a look at all of 


the ball testing phase 
them to make sure they are all installed and 
glowing. Using the diagnostics functions 
on your machine, find the lamp test (see 


your manual) and have the system flash all 


Ihis includes 
the under-playfield lamps. With the playfield 


computer controlled lamps. 


barely populated, you can normally prop it 
all the way up and really clean up the dirty 


backsides oflamp inserts. Cotton swabs 


and glass cleaner work really well on ins 


while a paper towel and window cleaner 


make existing lamps look clean and bright. If 


Newer solid state machines often used 
circuit boards to mount numerous 
computer controlled lamps. Space Station 
has plenty of them. Removing these boards 
makes the job of cleaning lamps and inserts 
much easier. 


you find any lamps with a silver or black area 
coating the inside glass portion of the bulb, 
replace them. These are lamps that have lived 
a useful life, but are now a source of dim light 
and heat. Replace any lamps that are ‘out’, 
and take notes of any lamps that just won't 
work, even with new lamps installed. If you 
have just a few odd lamp sockets that are 
intermittent, you should consider ordering 

a matching socket from one of the pinball 


parts Shop: Should you find that a large 
number of lamps are not working, consult 
your manual in the damp matrix section, and 


see if you have lost a specific ‘row’ or ‘column’ 


of lamps. Again, this article does not allow 
room to go into this type of trouble, yet 
plenty of help is available on the internet, 


covering almost every machine made. 


3 Day Show and Sale 


September 19-21st, 2008 


Lebanon Valley Expo Center and Fairgrounds 
80 Rochery Road | Lebanon, PA 17042 | www.lebexpo.com 


PINBALLS, JUKES, SLOTS, VIDEO GAMES, SODA, AND MORE! 
Over 70 Vendors of New and Vintage Game Room Items 


12,000 Sq. Ft. of Indoor Exhibit Space & Large Outdoor Fleamarket 
Adults $10 Kids (Under 12) $5 Kids 3 and Under FREE ° Hours: Fri 4-8pm | Sat 10am-8pm | Sun 10am-4pm 
For additional show information, please call 1-888-HiDiver 


Which way to go? Black with yellow rubber or white with blue rubber? 


Coil test 

We've tested almost everything else, so go 
ahead and run the coil test in the diagnostics. 
On most machines, the coils will fire one at 
atime, with the associated identity of the 
coil produced on the game’s display. You will 
want to consult your manual and find each 


coil that is tested. Earlier solid state machines 


often have coils that are not included in the: 
tests (popbumpers, slingshots, others), while 
more modern machines cover every coil and 
flasher. The most important thing in this 
test is to know your specific machine’s coil 
test. It’s all in the manual, so reference it. If 
something doesn’t ‘pop’ or ‘flash’ when you 
expect it, don’t panic. If everything worked 
before your shop job, it should be working 
now, right? Besides having the high voltage 
shut down by leaving a coin door open on 
later machines (thus none or few items seem 
to work), I’ve often found wires that had lit- 
erally fallen off of coils. During the removal 
of parts and the up and down motion of the 
playfield (not to mention the years of service 
the machine has provided), it’s not surpris- 
ing to see a wire fall off of a coil. There’s a lot 
more to analyzing coil issues, much beyond 
thi 


shopping guide. If you have bigger prob- 
lems with a coil, consult online help—it's out 
there. 


Flipper decisions and rebuilds 
I want to bring this up now, since I occasion- 
rebuild flippers at this point. A flipper 


ally 
rebuild is really about changing out a number 
of parts that are vital for a flipper to work 
properly. There are kits available for nearly 
every game that include a varying degree 

of parts. Most all of them will have a new 
plunger with link attached, a coil stop, a new 
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spring, and a coil sleeve. Since the player 
connects with the machine through the flip- 
pers, it’s a good idea to inspect each flipper 
mechanism and see what level of wear it 
currently has. The best practice is to rebuild 
them, especially if your machine is like this 
Space Station—untouched since it was rolled 
out of the factory. Rebuild all flippers in 
your game. Only doing one flipper (on a two 


flipper game) will provide an awkward feel, 


along with an unequal amount of flipper 
travel. 
s for 


Throughout the shopping proce: 
Spa 


Station, I thought about how I was 


going to replace the original white flippers. 


The stock flippers were not quite white any- 


more, stained with years of rubber leftovers 
and mysterious gunk. I chose to install new 
flippers (black ones!) along with new coil 

sleeves, coil stops, and plunger / link as- 


semblies. Most machines will have a flipper 


alignment ole on the playfield to assist with 


proper placement. Consult your manual 

on the exact usage of these holes, as it can 
vary from manufacturer. Also, consider the 
ultimate adjustment may occur after the flip- 


per return lanes are installed. Use an actual 


pinball to roll down the lane that feeds the 


flipper. As a player, I expect the ball to feed 
the flipper smoothly, with no hops across the 


gap between the lane and the flipper. I can 
usually work this out by adjusting the mount- 
ing of the lane hardware, but occasionally 
have to re-tweak the flipper's home position 
to get a smooth roll. 

Flipper rebuilding and adjusting is one of 
the most important things you will do in the 
shopping process. Consult your manual, and 


perhaps other people who have experience in 


pinball restoration if you get stumped. 


One last thing before moving on 
Before you install anything else on the 
playfield, consider this as your last oppor- 
tunity to check other playfield mechanisms 


for proper operation. During your switch 
test, you probably noted any drop targets 
that didn’t immediately produce a switch 
closure when you knocked them down. They 
might have worked, but did they fall down 
smoothly? Space Station has a single drop 
target in front of the right ramp. Once a ball 
strikes it, it can take a slow 10 seconds to 
make its full descent! In fact, Space Station’s 
Iso 


other 3-bank drop target assembly wa 
sluggish! While the opto switches all work 
correctly, the drop targets have a mechani- 
cal problem, and both assemblies need to 

be taken down from the underside of the 
playfield, inspected, cleaned, and potentially 
lubricated lightly. With any drop target as- 
sembly that is slow to respond, I take down 
the assembly from the underside. Then, use 
Novus 2 on the metal and plastic, rotating 
the cloth often to keep a clean surface for 


wiping dirt, grease, and grime away. With 
many drop target assemblies, the factory used 
some type of lubricant with the metal meets 
the plastic of the drop target. All these years 
later, the lubricant is gummed up with dirt 
and grime. Cleaning it all away will usually 
restore the dropping motion of the target. 

If all is well, I reinstall the assembly and 


move on. Occasionally, the targets still aren’t 
snapping down like they should. I resolve the 
problem by placing a szza// amount of Teflon 
or silicone lubricant (available from some 
online pinball stores) in the area where the 
target has friction points against metal (often 
a spring and washer). After manually working 
the target up and down a few times in its 
natural orientation (allowing gravity to work 
as it should), the target snaps down and eas- 


ily resets. If this doesn’t fix the problem, you 
have a deeper mechanical problem beyond 
the scope of this article. 


Layer 2 and beyond 

You'll be glad to know that the bulk of the 
work is over now. From here on, the place- 
ment of parts tend to move quickly. If you're 
working on an early solid state machine, you 
probably only have plastics, popbumper Caps, 
and perhaps a gate or two to install. With 
Space Station and games beyond that era, the 
ightly more complicated. 


proce 
Following my notes and seeing my next 
box of parts, I have some wire gates to install, 


along with a fair number of flat plastics, and 
a vertical upkicker wireform. There is the 
bottom layer Space Station toy plastic to in- 


stall, along with bumper caps. As this process 
is unique to each game, your parts to install 
will vary. Your disassembly notes, the game 
manual, and any photos you took will be 
mor 


valuable then you previously thought. 
Remember this rule, have nothing eft after 
reassembly. Every plastic has a place; make 
sure to find it a home. 
At this point, there is only one thing on 
Space Station that gives itself a purpose to 
test; the vertical upkicker (VUK) wireform 


now allows me to properly see the ball travel 
up the wireform when a ball is placed into it. 
Since this is an area that will be very difficult 
toa 


later, I decided to perform a simple 
test. While the game was in attract mode, I 
placed a ball in the VUK. The game popped 


it up immediately, with plenty of force to 
make the lift. Your testing situation will vary, After the first layer of plastics are installed. Notice the large upper level 1-2-3 rollover plastic 
so look for opportunities to test new things assembly on the playfield. That starts the second layer of playfield parts to install. 
y 5 

as each layer is reapplied. If you skip this 
testing phase, you might have to take large 
areas of leveled plastics and wireforms apart 


za later. 


to reach the problemati 


More layers? 
Indeed! But everything is moving quickly, 
and the puzzle always seems to come to- 
gether as you get closer to the end. At this 
point, Space Station needs the large blue 


plastic rollover assembly in the upper left cor- 


ner. Once installed, two more wireform ball 
passages, the second part of the Space Station 


toy, and the black right ramp are installed. 
Now, ball testing is critical. The ball should 
be able to glide with ease from one point to 
the other. Plugging in these newly installed 
parts under the playfield will now allow me 
to test the lamps (blue rollover assembly), 
switches (blue rollover and wireform), the 
Space Station toy’s path alignment, and 
rtical upkicker travel. See 


the upper right v 


the 


petition from our first test? Lamps, 


switches, coil, ball travel. Getting each one 
of these correct will directly affect the end 
result of your shop job. 
Each test performed as it should, except 
the ball travel through the space station toy 


through the wireform, which ends in the 


middle left kickout hole (through the plastic, 
seen above). This passage wasn’t smooth, 


s easily resolved through adjusting 


:ws that secure the wireform, and 


Station 


moving it down just a bit. The Spa 
toy needed to be loosened, its plastic base 
rotated a bit, and then refastened. Now 


everything is working smoothly! Again, 


your specific game will vary greatly from this 
document. So keep in mind the process of Painting the inside cabinet and touching up other parts can make a huge difference! 
testing lamps, switches, coils, and ball travel 
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before moving onward. For newer machines, 
look into your manual for adjustment proce- 
dures on any game-specific toys, mechanisms, 


and gadgets. 


Loose ends — shooter rebuild 

If your game has a traditional pinball shooter, 
you learn that you aren't finished yet. Space 
Station only required the wireform from the 
shooter lane, the shooter arch (small metal 
piece next to arch), and the metal arch (cov- 
ers the area below the flippers) to finish off 
the playfield assembly. 
However, I was horribly unhappy with 

the lack of force from the shooter spring. 

So, I took the shooter assembly apart and 
performed my usual rebuild of that area. This 


includes a thorough cleaning, a new internal 


spring, a new external spring, a shooter sleeve 
(not applicable on every machine), anda 
fresh rubber tip. 

With the new parts installed, the shooter 
was bouncing proudly after jetting the ball 
up the wireform and into the blue rollover 


assembly with ease. 


T 
T 
L 
E 
si 
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Loose ends - inside cabinet painting 
Most pinball machines have the inside of 
the cabinet painted black. The black paint 
on Space Station was quite dull, along with 
the scuffed edges of the head (containing the 
backglass). This bothered me bad enough to 
address it earlier on in this shopping process. 
vs better to address while the playfield is 
stripped and dirty. 
Since Space Station has the common black 
cabinet interior and edge paint on the head, 
simply grabbed my black semi-gloss shop 
paint, a clean 1%” paint brush, and started 


painting, matching the grain of the plywood. 


tsa good idea to wipe down the surface you 
intend to paint, removing any dirt and grime. 


either remove the playfield entirely (pre- 


erred), or prop it up in the vertical position 
to reach the front section of the cabinet. Af- 
ter a 24 hour drying period, I then carefully 
shift the playfield’s position, usually pulling it 
out some and laying it down. Then, I’m ready 
to reach the back half. Once complete, you 
should wait another 24 hours before put- 


ting the playfield back in its home position. 


Again, removing the playfield is ideal so you 
can get all around the inside and clean, paint, 
etc. However, I realize this is difficult, and re- 
ally requires two people to pull it out safely. 


The method of painting half in one on 
and the other half in a second session works, 
but there are differences in cabinet designs 
that make this easier on some, and more dif- 
ficult on others. 

Another area you probably need to paint is 


the wooden playfield backboard, if appli- 


cable. This is located at the very back of the 


playfield on games that have some layered 


epth to them. On Space Station, this piece 
has 5 holes drilled for mounting 3 yellow 
flasher domes and 2 red flasher domes. 
Painting the sides of the cabinet with a fresh 
coat of black paint makes the dullness of 


this playfield backboard stand out sorely. 


Removal of the backboard should be fairly 
simple, usually only a few wood screws fasten 
it to the playfield. Yes, you need to remove 
any mounted plastics, flasher domes, lamp 
sockets, and other gadgets attached. Like 


most things you paint, it takes more time to 


prep the surface than actual painting time, 


but the results are worth it! 

One very important word of caution re- 
garding spray paint: please consider not using 
it anywhere around your playfield. Coin- 
doors and non-chromed legs are quickly 


renewed with spre 


y paint as long as you 
s. Pinball playfields, 


if not completely removed, will get covered 


properly ma 


with small speckles of paint. It can be done 
with a playfield installed, but will require a 
lot of timely masking. I don't recommend it. 


Summing up 


I'm complete y out of room, and we need to 


close this final installment of *Let's Shop." 
We didn't cover coin door painting, install- 
ing new cabinet flipper buttons, or painting 


the edges of the head. I trust that if you 
made it this far with success, you can tackle 
those parts with no problem. Stand back and 
drink up the renewed look of your pinball 
machine, but not for too long. You have a 


lot of playing to do, a new high score to set, 


and hopefully, an experience that will have 
you saying "The ball is wild!" more than a few 
times. The methods explained in this series 
of articles are the ones that I use. There are 
different approaches which yield the same 
results, or better. I encourage you to explore 
as many as you care to, and find your process. 
Please feel free to share your comments, 
ideas, and thoughts on this article or any 
other TOTS article at tilt@popbumper.com 


litte iran earn 
WAREHOUSE RAID 


SpeciallEdition 


What every fan of pinball dreams 
about: going on a coin-op treasure 


* TILT - The Art of Pinball Documentary hunt! Join hosts Rob and Steve 

* TILT - The Art of Pinball Private Roundtable Discussion . 

* Tour of the Gene Cunningham Collection and Big Bang Bar as they discover an amusement 

* Heartland Pinball and Arcade Supershow - The First 3 Years operator's old game stash a nd go 


* Warehouse Raid Commentary and Deleted Scenes 


g—^ ona “warehouse raid,” discovering 
>> dozens of long-lost machines and 
uncovering an amazing wealth of 
pinball treasure! 


Now In Stock! 


Order Online 
Today! 


Or Call (440) 
312-0728 
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United Distributors, Inc. 
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GAMEROOM| GamsRoom 
Magazine | mm Archives | | 


Digital Archives: A full year of 
GameRoom on one CD-ROM 


All 19 years of GameRoom now | 
available, from 1989 to 2007! 


Only $19.95 per volume 


Now In Stock, Only? At " 
www.GameRoomMagazine.com 
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Celebrating 20 Years 


GameRoom 
Flashback: 2000 


Editors are “behind the scenes” kind of people. We prefer to be 
in the background, heard but not seen. That's why the June 2000 
issue of GameRoom was so unique: here, on the cover no less, is 
former editor Tim Ferrante! 

Of course, this was the photo opportunity of a lifetime: the 
chance to get a cover shot taken on the actual set of Who Wants 
to Be a Millionaire, the then new and ultra-hot game show. This 
must have been heaven for Tim, who is a die-hard fan of game 
shows (Tim’s telephone answering message is the opening from 
The $50,000 Pyramid!) 

The June issue weighed in at an impressive 72 pages, and was 
full of great articles, including Bill Bicker's Juke Talk, Glenn 
Strope’s Blue Moon Banter, Confessions of a Coin-Op Addict, and 
Screen Watch, a column by then brand-new GameRoom writer 
Scott Voisin. 

At this point in GameRoom’ history, it is growing, improving, 
and evolving, a process that continues to this day and something 
that I hope will hopefully continue for years to come! 


Keyin Steele, Editor 
GameRoom Magazine 


PINBALL JUKEBG 
J 


Hay? ACTI 
You're not a really cool N 
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Zygmunt & Associates 
Distributor for the Deutsche Wurlitzer Gmb H 1015 “Öne More Time” Jukebox 


The design of the classical “1015” has the latest technology of a 
modern jukebox. Its transistorized stereo amplifier, with automatic 
level control and electronic overload protection, produces 200 
watts of music power of the best hi-fi quality into six speakers of 
the three-way stereo system. It plays 100 selections on a superb 
Shure magnetic pickup. Back illuminated rotating color drums and 
bubble tubes generate illumination effects. 


The Deutsche Wurlitzer GmbH ONE MORE TIME is optionally 
available with infrared volume control, bill acceptor, and wall 
speakers. 


Why settle for an imitation when you can have the real thing? 


We Ship Anywhere 
Email: ZYGM1015@aol.com 


Frank Zygmunt 
POB 542 — Westmont, IL 60559 
Ph: (630) 985-2742 — Fax: (630) 985-5151 


Call or Write For Literature! 


Available as 45s or CDs! 


Think Again! You Need 
PinGab Protectors 


Ni i. > 


The damage is done, With the leg removed, PinCab Protectors 
and it only gets worse the full extent of the cover up existing dam- 
with each additional damage to the cabinet age and prevent any 


game played! is visible. further damage. 
E "i Protect Your Investments 
i Order Todayl ae 
hemde mine, mrpinepinballfanatic.com GAMESGALORE DE. m 
diz dare. Phone: 801-944-8505 Buy “Sell-Trade ; - 
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—*. AUCTION GAME SALES 2~ 
GIANT COIN MACHINE 
CONSIGNMENT AUCTIONS 
700-1000 PIECES AT EVERY SALE 


AUCTIONS START AT 10 AM DAY OF SALE 
EQUIPMENT CHECKED IN: FRIDAY (day prior to sale) - 11 a.m. until 9 p.m. & SATURDAY (day of sale) - 8 a.m. until 10 a.m. 


JULY 2008 


WE HAVE NO AUCTIONS SCHEDULED FOR THIS MONTH 
TAKE A BREAK & HAVE A GREAT SUMMER!! WE WILL SEE YOU AGAIN IN AUGUST!! 


AUGUST 9TH, 2008 


WINSTON-SALEM, NC - DIXIE CLASSIC FAIRGROUNDS EDUCATION BUILDING 
410 DEACON BLVD, WINSTON-SALEM, NC 27105 HOLIDAY INN SELECT - 336-767-9595 


SEPTEMBER 6TH, 2008 


KINGSPORT, TN - MEADOWVIEW CONFERENCE RESORT & CONVENTION CENTER 
1901 MEADOWVIEW PARKWAY, KINGSPORT, TN 37660 MARRIOTT - 423-578-6600 


* NO BUYERS PREMIUM FOR OPERATORS AND DISTRIBUTORS * 
Consignors pay a low 10% commission rate with $10 entry fee per item 
No mimimum piece requirements—all consignors pay the same low rates 


ARCADE GAMES e PINBALLS e JUKEBOXES e REDEMPTION EQUIPMENT e POOL TABLES e AIR HOCKEY e DART GAMES 


COUNTERTOP TOUCHSCREENS œ» KIDDIE RIDES e CRANES e FOOSBALL e CHANGERS e AND MUCH MORE 


e TERMS: Full payment day of auction. Cash, Credit Card, Cashier's Check or Company Check with a current bank letter of guarantee (no excep- 
tions). No personal checks! 

SALES TAX: Applicable state and local sales tax must be collected unless you provide a current copy of your sales and use tax permit. 

Inspect all equipment and games before you bid. All Equipment and games are sold as-is, where is, with no warranties expressed or implied. 
13% buyer's premium (3% discount for cash) OPERATORS EXEMPT - Operators pay only a $10.00 per item fee to purchase. 

Consignors paid in full day of auction. 


FOR MORE INFORMATION OR TO BE ADDED TO OUR MAILING LIST 
PLEASE CALL 1-800-551-0660 OR VISIT US AT 


— X. WWW.alictiongamesales.com 2~ 


TN LIC 1623, NC LIC 6042, TX LIC 7256, VA 16216 


SAMEROOM 


A Cab in Your Pocket 


Price: $12.95 
Oleszak Creative 


www.oleszakcreative.com 


Brian Jones, you are a clever man. Your 
creativity is obvious and with your latest 


creation—aluminum arcade machine key 


chains, you've introduced another must have 
collectible for the hardcore collector. Brian 
has run off a small set of these really excel- 
lent key chains featuring the side art/cabinet 
shape of Centipede, Zoo Keeper, Robotron, 
Joust and even Dig Dug cut right into the 
ag- 


ingare excellent and they are laser cut fora 


aluminum itself. The quality and pac 


long lasting image. They feature incredible 
detail that ar nvy of 


ke 


each, you cant go wrong. 


sure to make you the 


y chain collectors everywhere. For $12.95 


Upgrade Your Proximity Sensor 
Price: $ 22.00 

PinBits 

www.pinbits.com 

Martin Reynolds, you are a clever man. (Déjà 
vu?) He was not content with the somewhat 


imperfect magnetic eddy sensor technology 
used in games such as Cirqus Voltaire and 
Monster Bash (it’s used to detect when a pin- 
ball rolls over a certain area of the playfield). 
So, what to do? Why write your own 
microcode replacement chip, of course! 
Martins tiny replacement chip upgrades the 
magnetic sensor board, adding auto-calibra- 


tion for h 


and voltage changes, an auto- 
reset for a locked sensor, and more. It greatly 
improves the accuracy and sensitivity of the 
eddy sensor, which is critical for fast ball hit 
detection (When you're “Battling the Ring 
Master; you want fast detection of hits!) 


This is a cheap and relatively easy upgrade 
(it does require disabling one capacitor, but 
that’s fairly simple). Recommended! 


Kevin Ste 
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Bring 3 games and get in FREE! 
Ask about free/discounted admission for volunteers and exhibitors J 
Hundreds of Games on Free-Play | 
Arcade Rarities & Coin-op Diversions 
Drawings, Tournaments & More 


I Lemember 
Them Well... 


by Bruce Moyer 


n my last column, 

I mentioned that 
a Gottlieb ‘Spot - A 
- Card was about 
to become my next 
game. This was an en- 
ticing game because 
none of the cards was 
hard to light, but it 
was hard to light all 
of them! 

This 1960's 
woodrail classic had 
one flaw to it and 
that was the four out 
rollovers, which were 
on an angle. 

This meant that 
the switches under 
the board had to be 
set without too much 
tension on them so 
that the ball could 
roll over the trip wire 
and still trigger the 
10 points and the 
card for that rollover. 

Because of the 
angle of these 
rollovers, too much 
tension meant you 
could shake the game 
and trap the ball giv- 
ing you lots of score. 
That meant that a 
delicate tilt setting 
was necessary and 
that was not good 
either. I kept the 
feature adjustment on “liberal,” meaning the 
game would spot two cards randomly at the 
start of each game. 

Usually, before you lit all the cards (if and 
when you did), you would have already lit 
these cards which meant it didn’t matter any- 
how. As for scoring, I kept the top rollover 
on liberal which meant that it was lit more 
often to light the pop bumpers and cyclonic 
kickers for 10 points. Score was no easy feat, 
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POSSIBLE? 


sometimes the 


last hole would 
kick to the peg 
and the 200 point 
gobble hole. This 
was still a tough 
scoring game 
because for every 
ball that was gen- 
erous, there was 


| even with the 20 
| points per kick 

| hole. These were 
also instrumen- 
tal in lighting 
the cards. If set 
right, these holes 
should kick to 
the peg and to 
the next hole and 


a ball or two that got even. We called those 
house balls and sometimes a few unprintable 
things. You got all the cards lit? Oh boy! 

Now the focus is on that “SPECIAL 
WHEN LIT” button. No gimmicks about 
this. No, it did not light randomly or alter- 
nately. It lit up and if you rolled over it you 
heard the infamous pop and another replay 
accumulated. This was the only game I had 
at the time because everything else had been 

| sold at the time. 
| When I sold this, 
it would be fora 
while that I would 
| have no games. No 
Games—yes, no pin- 
ball machine in the 
Moyer house! This 
was because wedding 
bells were about to 
ring and it would 
be awhile before I 
would buy a Gottlieb 
4-Player ‘Contest’. 

FI elaborate on 
this game in my next 
column. It would be 
from here that I lost 
track of what came 
and went because 
*it happened so fast 
(“it means start- 
ing a career, having 
kids, buying / selling 

| games of course and 

all the other things 
that go along with 
the married life ). 

But, over the 


| 

| 

| 

| years, I would still 

| buy, sell and play 
countless games and 
I will continue to 


rehash your memory 
of skill A 


When you're looking for the “Ace” 

E don't buy possibilities ! 
Make your ch re thing a Gottlieb 
Skill Flipper Game. You never take a chance 
on profit when you choose the best! 


of these classics. I 
will always have a 
love for pinball and 
[yes "I Remember 
| Them Well” GR. 


The 2008 Edition is Here! 


T Tips: on Piri Collectif 
Indudes Bingo Pinballs 


Pitch”n Bat, Gun, and cox ler 
F Hot Off The 


_ Bowling Games 
' Spiral bound for easy u 
The authoritative source! Presses! 


e E comMasuzine. com 
or call (440) 372-0728 
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Booths * Tables e Chairs e Stools e Moldings 
Metal Trim * Lighting Fixtures e Quilted Stainless Sheets 
Counter Accessories and much, much more - 
all Restaurant Quality - and all at Discount Prices !!! 


Send $3.00 today for your 
Gino's Malt Shop Collection Catalog to : 


Gino's Malt Shop 


301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
From those good old dayı when Sex wae safe, 
Wot Rods were dangerous, and Fate was a singer lll 


To consider Price alone, without Quality, is to misunderstand the meaning of Value 


Think this Bull Market will last forever? 


Think Again! 


Older coin-operated equipment is bringing in more money 
than it ever has in the history of the coin-op industry! Isn't it 
time you cashed in? Super Auctions will buy it directly from 
you or act as your agent and sell it at auction for you without 
headache or hassle. All you have to do is call — we'll arrange 
pickup and transportation — GUARANTEED!” 


Why is your warehouse exploding with older non-revenue pro- 
ducing equipment in the first place? Most operators will have to 
think about that question. Some will say they ve always done 
this and soon end up with warehouses busting at the seams. 
Others feared years ago buyers would buy their equipment, 
then turn around and steal their locations. But ask yourself: Is 
there money to be made operating 19" monitor-style games in 
today's market? Or is that money sitting idle in your warehouse 
while you wait for the best time to sell? Well, now is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick, We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more, And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


*minimum quontity required 
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Can you make more selling 

through an online auction site? 

Not likely. Most buyers are after a mere handful of the classic- 

type games. Though you may have a few of these, chances are most of 

your stored equipment are filler-type games, the kind most buyers would- 

n't touch. Super Auctions specializes in ALL used equipment. We've conducted 
amusement auctions in more than 17 states — we know how to re-market 

all types of coin operated equipment. We can drastically improve your bottom 

line selling your equipment at auction or buying it all from you right now! 

How much money have you lost today? The dock is ticking... 

How much cash do you lose everyday in rent, labor, utilities and insurance stor- 

ing non-revenue producing equipment? Even if you own your own ware- 

house, aren't there more profitable uses for your building than storing 

dust collectors? 

Limited opportunity 

We're in a bull market, but how long will it last? The current state of the coin- 

op industry indicates more and more used equipment will flood the market very 
soon, driving prices way down. Don't wait ‘til it's too late! Sell or auction all your free- 
loading equipment today! 

Fax your inventory to (562) 592-3929 

Call us at (714) 535-7000 

Email us at 

auctions@dslextreme.com 

All inquiries 

strictly confidential. 


Huctlar 
datch 


Abandoning the eBay Bully 


Listen... Hear that rumble? That's the sound of sellers leaving eBay 
in droves. 

Earlier this year, the auction site announced a series of controver- 
sial policy revisions, the first of which was a change in fees. Longtime 
sellers have gotten used to eBay nickel-and-diming them over the 


years (in fact, they often refer to the site as feeBay), but this particu- 


lar hike made a much more dramatic impact. While che company 
graciously lowered the cost to list an item, the final value fee (the 
percentage eBay gets based on what the item sold for) was increased. 

It's nice to save ten cents when putting something up for sale, but 
when you turn around and have to pay an extra seventy or eighty 
cents (or more, depending on the final price), the fee adjustment is 
the equivalent of a handshake followed by a slap in the face. Sure, 
we're only talking about pocket change for one auction, but when 
many sellers have hundreds of auctions going at any given time, all of 
that adds up to a significant drain on the bank account. 

The second major policy revision involves feedback, and for many 
folks, it was the final straw. Before, buyers and sellers rated their 
experiences doing business with each other, leaving comments that 
other eBay users could use to determine if someone was honest and 
trustworthy. Now, sellers are no longer allowed to leave negative 
feedback, even if they're on the wrong end of a bad deal. They can’t 
let others know about deadbeat bidders, and if someone pays for the 


item, receives it but claims to have never gotten it, the seller is left 


with little-to-no recourse. It's a *he said/she said" situation in which 


the seller can't even offer “his” side of the story. 
What's most puzzling about these changes is how it punishes the 
very people who keep eBay alive. To buy something on the site costs 


nothing, and to pay with PayPal (a company eBay owns) is free of 


charge. eBay exists because of people paying to list their item, paying a 


percentage of what the item fetches and paying for the convenience of 


receiving money through PayPal. Why the site has decided to devour 
the hand that feeds it has most veteran sellers scratching their heads 
as they pack up their wares and head for greener pastures. 

It’s unlikely the company will suffer much in the short term, but 
by driving away the very people who provide the revenue to keep the 
site profitable, the door has been opened for cheaper and friendlier 
competitors to come in and stake their claim. None of these potential 
rivals has the name recognition or high profile that eBay currently 
enjoys, but the sellers’ thinking is that in time, buyers will eventually 
go where the good merchandise is offered. 

If those other sites can learn from the wrong-headed decisions eBay 
has made, in a few years, the online auction biz might just end up los- 
ing the biggest bully on the block. 


Scott Voisin 


Coin-Op Auction Results 


(Compiled from eBay?) 


AMAZING SALES! 


Gottlieb Sinbad / Eye of the Tiger Pinball Promo 


Plastic $218 

Williams Joust head to head pinball $4604 
Bally Cirquis Voltaire pinball $4316 
Gottlieb Haunted House pinball $1899 
Gottlieb Centigrade 37 $1683 

Wurlitzer 1015 jukebox $11,495 


PINBALL MACHINES 
Medieval Madness $6899 
The Addams Family $4495 
Indiana Jones (Williams) $4050 
Twilight Zone 53950 
Attack from Mars $3800 
Scared Stiff $2137 

The Sopranos $2650 
Junkyard $2599 

South Park $2555 

KISS $2018 

Mystic Marvel $1700 

Teed Off $1595 

Paragon $1559 

The X-Files $1350 

Eight Ball Deluxe $1256 
Terminator 2 Judgment Day $1225 
Millionaire $1169 

Gorgar $1125 

Flash $471 

Top Score $430 

Bronco (Chicago Coin) $179 


PAPER & PARTS 


Playmatic Star Fire & Rock 2500 pinball flyer $129 


Bobby Orr Power Play pinball flyer $28 

Ms. Pac-Man video flyer $21 

Paragon NOS pinball playfield $831 
Pinball Promo Plastics Lot (115 pcs.) $180 
Doctor WHO Playfield Plastic Set NOS $106 


SLOT MACHINES 

Watling Rol-A-Top $4999 
Jennings Club Chief $4200 

Mills Black Beauty Hi-Top $1884 
IGT Haywire $799 

IGT Triple Diamond $525 

IGT 5 Times Pay $450 


ARCADE VIDEO 

Killer Instinct $1479 

DDR Dance Revolution 8th Extreme $3150 
Golden Tee Fore! 2005 $1495 

NBA Jam 4-plyr $1270 

Arcade Legends (w/35 games) $975 
Galaga $840 

Mortal Kombat II $970 

Atari Football $999 

Cruisin’ USA s/d $811 

Mortal Kombat 4 $798 

Asteroids $550 

Area 51 $700 

Centipede $534 

Star Wars (orig. u/r) $610 

18 Wheeler $512 

Tekken 4 $474 

NFL Blitz 2000 $455 

Pole Position u/r $377 

Confidential Mission $300 


JUKEBOXES 

Chicago Coin Band Box $3606 
Wurlitzer 1015 $8400 
Wurlitzer 1450 $3550 
Wurlitzer 2100 $3400 
Wurlitzer 2304 2500 
Seeburg V $2225 

Seeburg C $2000 

Seeburg B $1900 

Seeburg 148 $1100 

NSM Victorian CD wallmount $950 
NSM Fire CD wallmount $900 
Rowe CD 100E $900 


COIN OPERATED 

United Orion puck bowler $206 
Chicago Coin Pro Hockey $760 
Chicago Coin Ray Gun shooter $413 
ICE Super Chexx Hockey $1850 
Drill-O-Matic Prize Game $260 
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> mİGElE ES 


OFFICIAL SCOREKEEPER FOR THE WORLD OF 


¥IDEO GAMES AND PINBALL 


Defender and Stargate: The Showdown 


win Galaxies and Billy Mitchell 9008 1 
* . 


CHAMPIONSHIPS: 
a i 


History’s Greatest Classic Arcade Championship 


L SARUNSRON The 10th Annual Funspot Classic 
s — — —— Video & Pinball Tournament 


Rte 3, Weirs Beach, NH 03247 www.funspotnh.com 


MAY 29 - JUNE 1, 2008 


TWIN GALAXIES CROWNS 
THE CHAMPIONS OF " 
DEFENDER, STARGATE ^ 
AND BLACK TIGER E 
AT FUNSPOT X 


i o 
Williams p 


EFE S 


Twin Galaxies’ 
Official Video Game 
8 Pinball Book of 
World Be 


Get the latest official high scores anytime at: 
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T highly-esteemed Funsport X (yes, the 
tenth anniversary of this famous classic 
arcade event) attracted 173 top champions 
from Canada, USA, Netherlands and Great 
Britain. One of the featured activities at the 
famous Weirs Beach, NH, tourist attraction 
was a high-score tournament on Stargate and 
Defender, as shown at left on Twin Galaxies 
Poster #114. 

A fierce rivalry ensued between Eric Lid- 
dell, of Portland, Oregon, and Bill Jones, an 
engineer from Chicago. Bill’s 201,475 score 
is the new world record on the five-man-only 
setting. 

Here are the champions of those events: 


Stargate Hi-Score 
Championship 
(5-Man Settings) 


201,475 Bill Jones 
173,625 Eric Liddell 
38,450 Derek Fonda 
24,550 Rick Vinas 
19,375 Jeff Notaro 
8,100 Joel Hedge 
6,475 David Archey 


Defender Hi-Score 
Championship 
(5-Man Settings) 


185,275 Bill Jones 
169,825 Eric Liddell 
57,825 Ellis J. Rowland 
30,650 Derek Fonda 


Puzzle Pag 


The Great Pinball Designers 


os EK 
RAAZBA A s] 
REVSEALCLIP [T 

scw = (TT TTT] 

XILNTADED [keep op E: 
GISDEO CELERE 

LIFELBAR pop set gr ] 

REOKI ECCL 

so COT] 


PO-PPO-OPP ELI- TOE 


LL CELELI GLELJ GE ELLLELI GELLELLLLJ 


Unscramble each of the clue words. 


Copy the letters in the numbered cells to other cells with the same number. 


This month’s challenge: Complete the puzzle above to find a message about the “Great Pin- 

ball Designers.” Email me at info@gameroommagazine with the message—T'll pick a winner 
from the correct entries at the end of the month. If you're the winner, you'll win a “grab bag" 
of game room goodies, including a GameRoom token, GameRoom T-shirt, and more! 


MISSION OBJECTIVE: 


SEEK OUT AND DESTROY 
ALL HOSTILE ALIEN LIFEFORMS! 


Squeeze trigger to shoot/punch 
Use thumb buttons to: 


Pick up more powerful weapons 
Retrieve valuable hardware 
Activate ship's computers 
». and MUCH MORE! 


WATCH YOUR "STATUS LINE" TO SEE 
WHAT YOUR THUMB BUTTONS DO. 


Congratulations to last month's winner, 
Kevin Curtin, who correctly guessed that this 
instruction plaque belongs to the 1987 Bally 
Midway game Xenophobe. 


Thanks to Chris Sindelar for this month's puzzle, and Paula Radl for this month's cartoon! Got a 
puzzle, trivia question, or other game room amusement? Well, I’m buying! Send it in to info@ 


gameroommagazine.com — and thanks! 
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GameRoom MarketPlace 


CAVERO 


100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(+$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : ROCKOLA ARMY NAVY PRE-WAR PINBALL 
1934, MUTOSCOPE KO CHAMP 1955 or MUTOSCOPE SILVER 
GLOVES 1948, GENCO MOTORAMA 1957, GENCO SPACE AGE 
1958, GENCO JET PILOT 1959, EVANS BAT-A-SCORE 1948, 
*UNITED STAR SLUGGER BASEBALL 1956, *GENCO CHAMPION 
BASEBALL 1955 or, GENCO QUARTERBACK 1957, *GENCO 2 
PLAYER BASKETBALL 1954, WILLIAMS MINI GOLF 1964, CHES- 
TER POLLARD PLAY FOOTBALL 1924-1926, CC MIDGET SKEE 
ALLEY 1949 or, EVANS SKI-BALL 1940 or, EVANS IN THE BARREL 
1940 or, GOTTLIEB SKI-BALL-ETTE 1940, any MANIKIN GAMES, 
*CC4 PLAYER DERBY (HORSE RACE GAME) 1952, BALLY SPACE 
FLIGHT 1969, any EM Arcade games from 505, 605, 705, SEE- 
BURG SHOOT THE BEAR 1947, KEENEY AIR RAIDER 1940, BALLY 
SPACE GUNNER 1958, ANY UPRIGHT SLOT MACHINE (Caille / 
Mills / ETC. ..), ANY MUTOSCOPE or similar viewer (non racy). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type 

you may have available. Single games or bulk purchases considered. 
Oddball stuff welcome too! Email: WORLDPC@AOL.COM. Phone 
570-357-0042 . (68) 


WWW.GAMESGALOREDE.COM PINBALL: Theatre of Magic $3495, 
Twilight Zone $3495, Pinball Magic $2895, Star Trek NG $2595, 

WC Soccer $1850, Demolition Man $1595, NBA Fastbreak $1750, 

No Good Gofers $2395, MN Football $1195, Dr. Dude $1250, Space 
Shuttle $895, Space Station $995, Stargate $1375, Millionaire $1050, 
Caveman $1195,& Triple Strike $550, ARCADES: Golden Tee‘05 TE 
$1995, Off-Road Thunder $895, World Series 99 $695, Ms. Pac-man 
$750, Galaxian $695, Neo Geo 2 slot $475, Street Fighter $495, 
Centipede $595, Pub Time Dart Game $350, Wacky Gator $550, & Mr. 
Doll. PROJECT PINS: SF 2 $575, Hollywood Heat $575, Genie $595, 
Sinbad $675, Checkpoint $650, Space Shuttle $595, Baby Pac-man 
$350, T2 $895, Haunted House $995, Black Hole $1050, Comet $675, 


Dungeons & Dragons $675, Party 
Market $195, Ticker Tape $195,& 
Big Strike Shuffle Alley $495, Surf 
$150, Vanguard $150, Pop-a-ball 


Animal $595, Time Warp $595,Stock 
aywatch $1095. Project arcades: 
lanet $295, Centipede $350, Rygar 
$195, Coors Light Dart Game $195, 


Carrier Airwing $150, Blasted! $150, Hippodrome $150,& Buck Rogers 
$250. EMAIL: gamesgalorede@yahoo.com CALL: 302-290-1236 


ACTION PINBALL WAREHOUSE 
Pinballs, jukeboxes, Darts, Foosbal 
buy, sell, trade, and rent. 8290 N. 
55432, (763) 784-7279 www.pi 
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— 200-plus Pinballs in Stock! 

II Tables, Neon Lights, and more. We 
. Main Street, Suite 3, Fridley, MN 
inballwarehouse.com (49) 


y, 2008 


iTalk$tofellowdsubscribers. 
Getjbreaking{GameRoom}News. 


Submitjfree 


Oh7andibüydcoolfgametroom 
books#DMs¥andimuch}more! 


The New GameRoom Web Site is Coming Soon” 


Need jukebox Parts? Contact Durfee Coin-op, The largest supplier of 
original jukebox parts. Parting out over 500 jukes from the 19305 thru 
the 805. Visit my site, jukebox parts.com or email durfee@jukebox- 
parts.com or call 978 544 3800 M Thurs 10-3 (EST). Fast service and 
shipping, all major credit cards accepted! 


Need jukebox Needles, Belts or Keys. . . Visit 
Needles4Jukeboxes.com Offering a complete selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. (Ir) 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Star Wars, Sopranos, WWF Royal 
Rumble, Monster Bash, Cirqus Voltaire, No Good Gophers, Bram 
Stoker's Dracula, Pinball Magic, Jurassic Park, Simpsons, Attack from 
Mars, and so much more, including arcade games! Coming Soon: 
Stern’s Indiana Jones! Wolcott Video Outlet, 1796 Meriden Road, 
located in Wolcott CT since 1985. Easy access off I-84. Don't forget — 
all of our pinballs play like home-use-only machines! Stop by and help 
eep the pinball dream alive! (203) 879-3083 (Ir) 


WANTED: Cash paid for the following items: Old speakers made by 
Jensen, Capehart, Altec Lansing and Western Electric. High frequency 
ons and drivers. Any Old tube amplifiers and other sound equip- 
ment from movie theaters. Old radio and audio tubes. Old tube type 
i-fi amps, pre-amps, speakers etc. Old microphones. Old radio station 
equipment (large turntables, record cutters etc) Anything made by 
Ampex such as reel to reels, mixers, recording amps and consoles, 

Old military radio equipment (receivers, transmitters etc) Also 

uying 35mm movie projectors and 16mm film. CALL: Tom Wilson 
937-471-9855 (78) 


COON HUNT LEGS— Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129,00--One set of each $189.00-- Quality Chromed Reproductions 
uyer Pays Exact UPS Charge--No Packing Charge--email -packmanaf@ 
aol.com or call 201-522-0155 (128) 


WURLITZER 200 JUKE BOX. Complete/original with 45s. Serial num- 
ber 305698. TEXAS ~ Make offer! Email: askjim@meritcotx.com (98) 


WANTED: 1953 GUYS & DOLLS Gottlieb Pinball Machine. Please 
call Randy Galati at (618) 235-0179 or e-maill rgalati@charter.net. 
Please contact me if you have one for sale or know someone that 
wants to sell. (88) 


For Sale: Jukeboxes: Ristaucrat Dance School model $450, Rowe 
(D100 $600, Seeburg 100-G $1350, L100 $1000, BMS-1 $250, AY-160 
$700, HSC #6000 $400, SPS-160 $400, STD-160 $400, SMC1 $750. 
Wallboxes: AMI W80 $250, NSM Consulette $150, Rowe WRA $75, 
Seeburg 3W1 $395, 3W100 $100, SC-1 $85, DEC $75. Slot Machine, 5 
Cent Columbia $650, Pinball: Daval Odd Ball $350, Exhibits Vanities 
$475, Gottlieb Jet Spin $550 Video: Atari Tetris cocktail $550, Silk Worm 
$100, Megatouch bar top $100, Misc: 15’American Shuffle Alley $500, 
Jennings Lollypop Scale $400. Lot's more stuff for sale, visit Jukeboxparts. 
com to see it all. Durfee Coin-op the jukebox parts kingpin! 978 544 3800 
M-Thurday 10-3 (EST) or email durfee@jukeboxparts.com anytime! 


www.YourGameroom.com Everything for your Gameroom, Fun 
&unique Nostalgia, Decorate your gameroom with Gas Station and 
Firehouse memorabilia. Life-size figures, restored 1950s soda fountains, 
gas pumps, jukeboxes, coke machines, candy machines. www. 
YourGameroom.com also has restoration services for antique slots, 
jukeboxes, and soda machines. jukebox manuals, 45 rpm record sets, 
don't forget gumball machines, record players, Coca-Cola decorative 
items, pinballs, videos, automobile sofas & wall hangings. Visit www. 
YourGameroom.com to see hundreds of classified ads, news alerts, 
and articles. Over 100 web pages. New stuff every week at: 
www.YourGameroom.com (78) 


AUTOMOBILE LITERATURE WANTED: 1900-1975. Will purchase any 
transportation collectible for automobile, truck, bicycle, motorcycle, 
farm implement, train, plane, boat, etc., including sales brochures, 
catalogs, manuals, factory documents, old letters, autographs, 
posters, original artwork, models, toys, pedal cars, etc. Especially want 
anything involving racing, including trophies plus items mentioned 
above. Walter Miller, 6710 Brooklawn, Syracuse NY 13211. Phone: 
315-432-8282. Fax: 315-432-8256. e-mail: info@autolit.com (59) 


LIQUIDATING ARCADE GAMES! 100 s to choice from. From the 60 
sinto the 90s... Astar Data, The Driver, Big Top, Crack Shots, Pongs, 
Wild Gunman, Gang Busters, CrackShot, Super Shifter, Battle Zones 
PacMan, Arkanoids, Double Dragons, Street Fighters, Mortal Kombats, 
Turbo Outrun, Lethal Enforcers, Grayhound Basket Ball, Turbo Outrun, 
Lethal Enforcers, Deer Hunter, Jukeboxes, Pool Tables, and much much 
more! Most of these games are complete. Shop located in Fort Erie 
Ontario, bordering on Buffalo NY. For more information, pictures go to 
HTTP://ARCADESALE.BLOGSPOT.COM/ Or email me @ NCGARCADE@ 
GMAIL.COM Or Ph # 905 834-8922 (88) 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need, in whatever shape you want! 
Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


" > Sey = € 
Chrome Platin 
-WeiC.O.D.,/,15zDay Service 


Satisfaction Guaranteed — 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY 
Slot Machines Wanted 


Also old Wurlitzer Jukeboxes, 
Nickelodeons, and Music 
Boxes 
Plus any related devices 
Frank Zygmunt 
(603) 985-2742 
Fax: 985-5151 


PO Box 542 
Westmont, IL 60559 


Buy & Sell 


Any Condition 
Finder’s Fee Paid 


Paying Cash 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court * Pleasant Hill, TA 50327-5049 


www.jukeboxmagazine.com 
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e 


It’s Fast; Easy, andeSim 
“ (foo bad the rest of life isn't like that; 
^ . d m N - 


Love Pinball? ? 
Love the 8C 80 7s? 


A Passion for Pinball and More... 
www.silverballpodcast.com 


BUYING Coin-Op) PAPER 


If you have any quantity of schematics, manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


| want to hear from youl 


Also: 20,000 Flyers and Schematics for Sale! 


Mike Pacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


If you're reading this ad, 
SO are your customers 
— advertise in 
GameRoom Magazine 
today! 
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THE 


Last WoRD 


Top 10 Reasons I Hate Top 10 Lists 


Okay, let me pre 
like this on the Internet all the time: * Top 
10 Arcade Games Ever? or “Top S Pinball 
Games of All Time? Y always end up reading 


e things. I see articles 


them, and always regret doing so afterwards. 

Why? Well, let me present my own “Top Ten 
List” of the reasons I hate these kinds of 
articles: 


1. Are these really historic 
choic 


? Browsing 
through some recent 
“Top Ten” gaming lists, 
The Top 10 Gori- 
est Games, Top 5 Most 
Annoying Enemies, Top 10 
Most Overrated Titles, and 
Top 10 Best Girlfriend Games. I 
know it helps to look back and try and 


I see 


categorize the past, but isn't this taking it 
to a ridiculous extreme? 


2. Who decides these things? My Top Ten 
Goriest Games may be completely dif- 
n this 


ferent than your top ten choices 


strange little category. In the end, unless 
you're going to have some sales figures 
or statistical compilation of reviews, 

the “top ten” of anything is just going 
to be one writer’s opinion, or at best a 
group of writers. Even so, unless 
they’re from different age 
groups, their choice is 
tainted with their own 
generation’s perspec- 
tive. These top 10 lists 
often provide more 
insight into the person 
writing them than the 
subject of the list... 


3. Are any of these lists “timeless 
Any games selected in a Top Ten list are 
more of a snapshot of the writer's (or 
reader’s) ages. Ask a group of EM pinball 
collectors what their Top Ten Pinball 
Machines are, and you'll get an entirely 
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. How can anyone pick the “top” anything? 


different list from a group 5. Top Ten lists are a cheap way to 


of modern pin enthusi- get attention (read: controver- 
sy) and buzz about an article. 


Online controversy = clicks, 


asts. Even the “Top 100 
Pinball” lists on the 
Internet suffer from which means that even 
"new pin" over-enthu- these poorly researched, 
siasm: new pinballs arbitrarily chosen lists will 
get readers (and thus, ad- 


vertising hits). I personally can 


often debut near 
the top of the list, 
then percolate attest to the sheer curiosity a list 


downward like these can create in me. I know I 


s people 

have a better chance to get probably won't agree, but I want to check 
' to know the machine, until it out even so. 
the machine finds a "settling 
point.” This sort of thing 6. Don't have the time to write a "real" 
makes the list useless, as it only analysis of a subject? Just create a Top Ten 
provides a snapshot in time, with list! Top Ten lists are a lazy, cheap way 


newer machines not having had to create content, and unfortunately 


enough time to find their "true" they're also an effective one as 


popularity rating. Machines well. Throw together a list 
sometimes grow in popular- of your favorite games, find 
a "theme" that binds them 
together, Google some 
photos and game descrip- 
tions, write why you think 


ity, sometimes merely 
through *buzz" which 
can be nothing more than 
a temporary surge of 
interest. Is chis any way to they're each cool, and 
rate a game's importance in presto! Another tepid Top Ten 
history? is born. 

7. Oh, look at that. I’m out of ideas, but 
What sort of criteria is used? All too still need some more items to pad out my 
cheap, arbitrary, highly personal Top Ten 
list. This is when the writer really reaches 


often, these choices are completely 


arbitrary, or based on a single 


statistic, like sales. But is the for something... anything to complete 
best-selling game of all time what he has started. It doesn't even have 
really the "best" game of all to be really related, just barely in the 
time? Are any of these same ballpark. He can always put those 


lists more than just 


weird filler items as the lowest- 
pulling random ranked items, after all. So... 
P & 


facts out ofa hat, um... 


then picking your 


own personal favor- 8. Bacon 


uite often, these 


are “r 


9. Robotron 


arched" by 
simply brainstorming 
about the games a writer can 10. Attack from Mars GR 


remember... 
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Our'goaliis'to'preserve'classicivideo'game'magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at retromags.com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


